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ian has spent most of his young life dreaming 
of being a sky pirate. Recent remarkable 
events (chronicled in Final Fantasy XU) have 
made that dream come true. But a seemingly 
simple treasure hunt with old allies Fran and 
Balthier unleashes a mind-boggling chain of 
events. Vaan loses one airship, gains another, 
and hurtles sxyward with his friends on an 
adventure to an ancient sky continent. 










































She may be the "mother hen" 
of die group and her cooking 
may be suspect, but Peneio is an 
Hspoken leader of Rabanastre's 
artKulture of war orphans. Her 
steady, healing support abilities 
make her an indispensable 
Member of every battle party. 


Vaan's lifelong friend Kytes may be a street urchin 
with a love of mischief, but his mastery of ancient 
magicks is remarkable for one so young. Any 
battle party is strengthened by Kytes's presence. 
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When FHo takes to the air with her skybandit, foes walkin: 
below had better beware. A longtime member of Vaan's 
Rabanastre street gang of wannabe sky pirates, she's 

living her dream on this adventure to the legendary sky 
continent of Lemures. 
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A member of the aegyl 
race of Lemures, this 
winged warrior joins 
Vaan and his crew in a 
race to save the future 
of his people...and 
perhaps the future of 
Ivalice. Unfortunately, this 
new bond formed with 
strangers from the lands 
below brings him under a 
veil of suspicion in his own 
homeland. 
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The beautiful and mysterious viera is 
the longtime co-pilot and partner of 
Balthier. Her remarkable connection 
to the Mist that surrounds all life gives 
her an almost mystical abiiity to see the 
paths that must be taken...or avoided. 
Ignore her "feelings" at your peril! 




Wr 




PART 1 ; World Guide 


■hmmmmp 


Captain of the legendary vessel named the 
Strahl, Balthier has become the most famous 
(and infamous) sky pirate of modern times in 
lvalice. After reluctantly taking Vaan under 
his wing, he now faces a new and unsettling 
menace while teaching his young apprentice 
that things are not always as they seem... 
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The great captain of the Daimascan Order of Knights 
and personal bodyguard of Queen Ashe, Basch is as 
steadfast and loyal as he is deadly with a melee weapon. 

His abilities can literally add a shield of protection to any 
party under siege. 
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Heir to the legacy of the 
great Dynast-Kings of 
Dalmasca, Lady Ashe now 
sits on the throne of the 
ancient kingdom. A great 
warrior in her own right 
she teams with Basch to 
form a formidable duo of 
unshakeable allies. 
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r Few are as enterprising, clever, and connected to street 
scuttlebutt as this young man from the Sandsea, a tavern 
and conduit of gossip and information in Rabanastre. He 
joins Vaan's adventurous team of sky pirates, but on his 
own terms—which is the way Tomaj always does business! 








The bitter, vengeful Bangaa 
bounty hunter has been on 
the trail of the sky pirate 
Balthier seemingly forever. 
Along with his gang of Bangaa 
thugs, he lurks on the edges of 
the adventure, always looking 
to make his move. 
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Okay, pit crew, here's a look under the hood, as it were-a neek at th P oamD D „„ ; „ ,u ,, _ 
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Sows'" Revenant Wings occur in reai time - The flow of battle proceeds 


as 


t* Objectives are displayed 

After Viewing a mission-opening sequence setting up the task ahead Ihe win/ 
loss conditions for that battle are shown. 

2. Prepare your deployment party 

This may be the most important phase of every mission. Always start bv 

n n T ie f L f types ' {heir Strengths and ^knesses, and their 
abi i ies Then deploy leaders and put five Espers in your Esper Troupe that 

will best counter the enemy. Here you can also adjust your leaders' equipment 

(weapons, armor, accessories) and set their gambits to create the most 
advantageous match-ups. 
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3. Fight! 

Give orders to your leaders and Espers. To win a battle, you neec - 

1 ! *•* I" most cases, the ultimate goal is to de?eat c-= 

>7™ b f SomellmB you're asked to gather special Materia - 
summoning gates, or destroy enemy soul crystals instead, 

4-a. Mission completed! 

If you fulfill the objectives, you win the battle and receive EXP (expert-,- 
pomtsi and sometimes reward items. The EXP you receive and the - 
gain wiil vary based on your actions in battle, ' * 

4-b. Mission failed! 

If you fell to meet any of the objectives, you fail the mission. Rather than 

r*rr; iast nT point ' thou§h ' y ° u eam a sma " am ° um ° f ^- 

y ur failed efforts, and then you can retry the battle. There are no in-ga n 
penalties for losing a mission. gafnt 
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Understanding how unit types match up is critically important to fieldin° 
par ies capable of winning missions. In fact, which units you choose to & 
deploy just may be the most important tactical decision in each mission If 
you make good pre-battle deployment selections and then steer your troops 

" 5 “ battfefield matCh * UPS ' V0U Can defea( 6Ven VaSt,y su ^ lor 

There are three unit types in the game: Melee, Ranged, and Flying. Ranged 

umts are strong versus flying units; flyers are strong versus melee units?and 
melee units aie strong versus ranged units. 
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he Battle Party Screen during the pre-mission preparation phase to see v ~ 

you re up against in the upcoming mission, then deploy appropriate counte- 
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HOW UNIT TY PE MATCH-UPS 
AFFECT ATTACK DAMAGE 




Here's a mathematical look at how important it is to create advantaneous 
match-ups when deploying units against the enemy. Note that against units of 
the same type, ail units deal damage with no multipliers. 

Melee Units 

Strong against Ranged Units (deals 1,3x damage, receives 0.45x damage in return) 

Aeak against Flying Units (deals 0.45x damage, receives 1.3x damage in return! 

Ranged Units 

Strong against Flying Units .deals 1.8x damage, receives lx damage in return) 

Weak against Me!ee Units (<teals 0-45x damage, receives 1.3x damage in return) 

Flying Units 

Strong against Melee units (deals l,3x damage, receives 0.45x damage in return! 
UeaK 5ga;nst Ran § ed unfts ! deals lx damage, receives 1.8x damage in return) 


-^HEALING UNITS 


Some ranged units are healing units. Healing units can only attack enemies 
mg Magick and special abilities, as their basic ability is to heal the HP of 
Ollied units. Poitelo is the primary healer In the game. Her bask“is 

Cure, which she hurls at allies to heal them. She can attack enemies indirectly 

or example, her Holy ability deals damage to one foe and her Hypnotic Dane 
ability inflicts Disable on surrounding enemy units. 

It can be difficult to recover HP without a healer in your party so trv to indum 

IIS ' *** White Hare^Calbunde! 





















































- ----1 *.e elements in the game; Fire, Water, Lightning, Earth, and Healing, as well as the designation Non- 
. - - ■ Each unit has three properties that can be defined by their element: Nature, Weakness, and Resistance. 

way to fight is to deploy units whose natures match the enemies' weaknesses and who have resistance to 
- - t ' es natures. Your leaders natures, resistances, and weaknesses change based on the kind of weapons and 
s—or they have equipped. 


THE ELEMENT SYMBOLS 

CU Non-elemental Q Fire Element 

Water Element A Lightning Element 

0 Earth Element @ Healing Element 


- . - • nature" means the elemental property of the magic and abilities 
r r. re unit uses. Aside from some individual attacks that have their own 
-jes (for example, "Firaga” which is always a Fire element attack 
-tCs : ess of the user's nature), ail of a unit's basic and special attacks are 
r: ued with its nature element. 


This designation indicates the element that a unit is weak against, if the unit 
is hit by an attack imbued with this elemental property, the damage it takes is 
much greater than norma!. If a dash appears in the weakness element slot, it 
means the unit doesn't have any special weaknesses. 


-- : resignation indicates the element to which the unit is resistant. If the unit is hit by an attack imbued with this elemental property, the damage it takes is much 
es; than usual. If a dash appears in the resistance element slot, it means the unit doesn’t have any special resistances. 


-ere’s a look at how elemental resistances and weaknesses affect damage levels inflicted by attacks imbued with the corresponding elemental nature. Rank I 
monsters have "Slight" weaknesses and resistances; Rank II monsters have "Medium" weaknesses and resistances; and Rank II! monsters have "Strong" weaknesses 
r - d resistances. 


Strong Weakness: 1.25 times the damage 
Medium Weakness: 1.2 times the damage 
5 :ght Weakness: 1.1 times the damage 


Non-Elemental Weakness or Resistance: No 

change in damage 


Slight Resistance; 0.9 times the damage 
Medium Resistance: 0.75 times the damage 
Strong Resistance: 0.5 times the damage 


' t e are 13 unit attributes in the game and each attribute has an influence on the unit's battle abilities. Generally speaking, the higher a unit’s attributes, the better 
; - more durable a fighter it is. Note that the Movement attribute isn’t shown on-screen, so there's no way to check it within the game. 
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If you begin a mission, whether you win or lose, all your allied Leaders gain EXP (experience points), including those who weren't deployed (Non-deployed le— 

gam less EXP than deployed leaders.) Once characters gain a certain amount of EXP, they level up. When they level up, their attributes increase and they [earn 
Magicks and abilities to become stronger. 
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Again, regardless of whether you succeed or fail, ail allied leaders (even those 
who did not participate in the battle) receive EXP after a mission is over. 
However, the amount of EXP received by each depends on numerous factors, 
such as whether or not they participated in the mission and the actions that they 
took during the mission. For each mission, there is a maximum amount of EXP 
that can be earned by each character; for the Melee Battles, this amount varies 
based on how far you've progressed in the Story Missions. The following are 
factors that determine how much EXP each party member can earn per mission: 

1. Enemy KOs earns extra EXP for a team's leader. 

2. The quicker you clear a mission, the more EXP your leaders receive. 

3. All leaders earn extra EXP based on how many summoning gates are 
opened during the battle. 

4. How many times a leader gets KO'd influences how much EXP that leader 
earns: No KOs equals more EXP. 
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After clearing a mission, you often receive special mission rewards 
equipment, auracite, and so forth) in addition to any items or Materials you 
nabbed during the mission. If you deployed Kytes equipped with the Cobiin 
Pouch in the mission, you automatically gain one extra special Material. After 
your party receives their EXP earned, you will see a list of items acquired from 
the mission. The list is organized in the following order: 

First: Mission Rewards 

Second: Items gained during the mission (in order of the character who obtained 
them) 

Third: Items gained from the Goblin Pouch 

In addition, you may be informed of new Espers appearing on the Ring of 
Pacts, or of characters having access to new quickenings. 


Espers don't level up by acquiring EXP. Instead, Esper levels are based on 
average of your Leaders' total levels. Keep in mind that the average of you' 
leader levels includes ail of the leaders in your entire party. 

Rank I Espers: Same level as the Leaders' average. 

Rank II Espers: One level higher than the Leaders' average. 

Rank III Espers: Two levels higher than the Leaders' average. 
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When leaders level up, they can also gain special attribute bonuses based 
on what kind of Esper they've called most often from summoning gates. The 
bonuses received are determined by the element and unit type of the Esper 
most summoned. If the leader has summoned identical numbers of more than 
one Esper, the bonus is determined randomly from that group. 



MOST SUMMONED 
ESPER ELEMENT 
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MOST SUMMONED 
ESPER UNIT TYPE 

Melee 

Ranged 

Flying 

Melee 

Ranged 

Flying 

Melee 

Ranged 

Flying 

Melee 

Ranged 

Flying 

Melee 

Ranged 

Flying 


ATTRIBUTE 
BONUSES AWARDED 

Strength + 1, Speed + 1 
Stamina + 1, Speed + 1 
Speed + 2 
Strength + 2 

Strength + 1, Magick + 1 
Strength + 1 , Mind + ] 
Magick + 1, Stamina + 1 
Mind + 2 

Mind + 1, Speed + 1 
Magick + 1, Speed + 1 
Magick + 2 
Magick + 1, Mind + I 
Strength + 1, Stamina + 1 
Stamina + 1 , Mind + 1 
Stamina + 2 


All Magick + 1, Mind + 1 

("Zalera counts as Healing Type) 


The attacks, effects, and healing that a unit performs are classified as either “Magicks" or "Abilities" based on the attribute from which they draw Generally a unit 

v\:th a high Magick stat uses Magicks, while a unit with a high Strength stat uses abilities. Effectively, most Magicks are "Magick attacks" while most abilities are 
'physical attacks.’’ The difference between Magicks and abilities include: 



Magicks pui 1 from Magick and Magick Attack stats: abilities pull from Strength and Attack stats. 

Magick damage s modified by the target s Magick Defense stat; ability damage is modified by the target's Defense stat. 
Magicks other than quickenings, are suppressed by the Silence status effect; abilities are not. 
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Tne base damage that a Magick or an ability inflicts is modified by five 
factors that can severely impact the overall damage deait by an attacker on a 
defender: 



When you use a Magick or an ability, there’s always a slight delay caiiec 
"preparation time" before the effect actually occurs. After the effect is 
unleashed, there's usually another short delay until your unit can take another 
action. 


1. The attacker’s Strength or Magick power. Hie modifier is (lx) at a Strength 
or Magick value of 30 and increases by another (1 x) for every extra 
increase of 220-230. 

2. A number roughly approximate to the attacker's Attack or Magick Attack 
value divided by the defender's corresponding value (Defense or Magick 
Defense}. 

3. Multiplier based on the attacker’s and defender's unit types. 

4. Muiliplier based on the elemental natures, weaknesses, and resistances of 
the attacker and defender. 


"Activation Time" refers to the period between the very start of an action 
(e.g„ the moment you tap the stylus on an enemy to give an attack command' 
and when that action is actually "cast" or unleashed. If an attack has a brief 
Activation Time, then the Magick ability is cast soon after the preparation 
begins. 

Action Time ” refers to the total length of the action from the very start of the 
action to the moment when your unit can take another action. If an attack has 
a brief Action Time, then your unit can take another action soon after the first 
effect is cast. Magicks such as Haste and Slow can influence your Action Time 
dramatically. 


5. Multiplier based on support abilities. 


Activation lime is fixed depending on the Magick or ability and cannot be 
modified, but Action Time is modified by your Speed attribute. 



■Then you set a leader's Magick or ability as that unit’s gambit, you essentially give your character the order to repeatedly use that attack or effect, but only if the 
situation warrants its use. For example, if you’ve selected Curaga as Penelo’s gambit, she flings out Curaga spells almost constantly during a battle if you have units 
in constant need of HP replenishment. But if you set Raise as Penelo’s gambit, she rarely uses it because Raise is only warranted when an allied leader has been 
KO’d. 

Tere’s another example: If you set Kytes’s gambit to Blizzaga, he casts that attack spel! anytime he would normally attack an enemy (i.e., when you give him a 
direct attack command, or when he detects a hostile unit nearby, triggering his auto-attack orderl. Once Blizzaga is cast, Kytes can t cast it again until the magick 
recharges; in the meantime, he switches to his current basic attack. 

But once Blizzaga recharges, Kytes automatically casts it again whenever he launches his next attack. Note that he'll fling Blizzaga at his next target regardless of 
who that enemy is, so if new enemy unit types arrive on the field—perhaps a foe resistant to Water attacks-you want to turn off the Blizzaga gambit (which deals 
Water damage) and turn on a gambit that matches up better with the new unit's weakness. 



In most missions, a certain number of Espers are automatically summoned just before you get the "Commence!" message. These are your "Starting Espers" and 
' ey’re chosen automatically from the criteria listed in the next section. Generally speaking, these starting creatures are of the same unit type as the leaders you're 
deploying, with two Espers for each leader. However, on missions like 4-1 and 5-2 where you can only deploy a few leaders, each leader may be allowed three or 
more starting deploys. 
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In battles that contain summoning gates, you can take the following steps 
to summon Espers not in your Starting Esper deployment to join you in 
battle. Unlike your Stalling Espers, you can choose which leader's team each 
summoned Esper joins and you can also summon Rank III Espers. Just like 
Starting Espers, however, summoned Espers can only draw from the creatures 
in the five-slot Esper Troupe that you set up before each mission on the Battle 
Party Screen. 



There are some restrictions on which Espers you can summon during battle and 
they apply both to your side and the enemy's side, The most important one is 
the amount of Affinity available. Each Esper has a predetermined summoning 
cost measured in Affinity. The total cost of all your Espers currently on the 
battlefield must be within your team's total allied Affinity. Affinity is recovered 
as your Espers are defeated or you dismiss them, but this recovery is slow, at a 
rate of 2 points per second. 

You also gain Affinity each time you capture a summoning gate. On the other 
hand, if an enemy leader captures one of your summoning gates, your Affinity 
total drops. However, even if your total Esper Cost exceeds your current Affinity 
as a result, your Espers on the field won't retroactively cease to exist. 

~~^RESTRICTIONS'ON'SUMMONING — 

The total cost of all Espers cannot exceed your available Affinity. If a unit's 
summoning cost will put you over your total Affinity, then you cannot summon 
that unit. (As noted earlier, however, your Starting Esper deployment does not 
heed this restriction.) 

Each leader can lead a maximum of eight Espers. If you try to summon more 
Espers to that leader's group, they won't appear until the number of Espers 
currently in the group falls below eight. 

Only one Rank III Esper is allowed. Regardless of your current Affinity total, 
if you already have one Rank III Esper in play, you cannot summon another, 
if the Rank III Esper already in play is defeated, however, you can summon a 
replacement. 

You can have up to 10 summons at once in your queue at a single summoning 
gate, and no more If you have already placed orders to summon 10, you 
cannot queue up another Esper until one already in the queue is summoned, 
thus freeing a space. 


Espers don't appear immediately after you call them from a gate. The actual 
summoning time depends on the creature. To check the time until the next 
Esper will appear, touch the summoning gate, then touch the "Queue” 
command to check which Espers are in the queue and how much time remains 
for the next Esper to be summoned. 



ESPER RANK 8 TYPE TIME TO SUMMON 


Rank I Melee 
Rank I Ranged 
Rank i Flying 
Rank II Melee 
Rank II Ranged 
Rank II Flying 
Ranklll (all) 


5 seconds 

6 seconds 
4.5 seconds 

7 seconds 
83 seconds 
63 seconds 
15 seconds 


‘ if Ashe is deployed equipped with the Golden Amulet, summoning rate is increased by l.2x. 



Choose an allied leader, then touch the Material Node you'd like to excavate to 
send that leader off to start scavenging. Scavenging materials requires time. 
Also, Espers cannot scavenge, so even if you order them to the spot along with 
the leader, they will only wait near the Material Node. 

it takes approximately three seconds to scavenge each Material from a 
Material Node. But if Fiio is equipped with the Terra Earrings, the time required 
drops to about 2.5 seconds per Material. To scavenge materials: 

1. Order your Leader to scavenge. After giving the order, the pickaxe icon 
appears over the Material Node you selected and your leader heads toward 
that node. 

2. When the leader arrives, the scavenging begins. A gauge appears above 
your leader's head to indicate his or her progress. 

3. When the gauge fills up, one material has been extracted and its name 
appears in the information bar in the top left portion of the top screen. 

A Material Node shrinks as you harvest materials from it. You can gain up to 
four Materials from a single node, and your leader automatically continues to 
scavenge until he/she collects them all (assuming you don't give him her other 
orders). You can also send multiple leaders to scavenge at the same Node, in 
which case, each will collect one Materia! from the Node. If you want to collect 
materials quickly, send multiple leaders. 




























- ne types of Materials vou retrieve from a Material Node differ based on the location. In addition, each type of Material has a Low, Medium, and High grade 
.ersion. Which grade of material you receive is randomly determined, with a higher percentage chance that you'll receive a lower grade. There are seven typc; 
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NAME 

Solid Stone 


IN-GAME EXPLANATION 

Unusually heavy stone containing rare minerals 


MATERIALS ACQUIRED 

\- t, - - \ . V*-.- ■- ^ *■- -- .. . -T - -» 1 -- ^ -^c. * .* —- 

Common Metal, Brilliant Ore, Ephemeral Ore, etc 



Everbum 
Sparkling Stone 
Virgin Timber 
Inscrutable Bones 
S;range Liquid 
j mpid Crystal 


Ciystalized ore forged in lava's flame 
Brilliant jewels protrude from the stone's rough surface 
Tlie wood is dry and resounds solidly when struck 
The elements have polished the bones of this carcass 
The unidentifiable fluid smells vaguely of medicinal herbs 
Strong magicks radiate from this Mist-imbued stone 


Everbum 

Yellow Gemstone, Glistening Shard, Rare Gemstone, etc 
Fine-grained Wood, Fragrant Wood, Smooth Wood, Sturdy Wood, etc 
Small Bone, Timeworn Carapace, Worn Hide, etc 
Viscous Fluid, Volatile Compound, Grim Dust, etc 
Fire Shard, Inferno Crystal, etc 


certain missions have treasure chests, too. Just as with Material Nodes, you must give a Leader orders to acquire the contents. Unlike Material Nodes, the contents 
of treasure chests are preset and may contain equipment or auradte rather than just materials. Look out, thoughl Some treasure chests contain monsters known as 

Mimics that attack you when you try to open them. 


“ use a Foraging Point, select your leader and touch a place where fruits 
or vegetables are growing. The leader will head toward the Foraging Point 
and start foraging immediately when he/she arrives. When the “foraging" 
s completed, the leader and all members of his team recover HP. A single 
raging Point can restore HP four times. Note that a leader will continue 
foraging at a Foraging Point until the HP of his entire team is fully restored or 
the Foraging Point is depleted. (If you want to conserve some of the Foraging 
3 oint, give the leader a different order to stop foraging.) 

Each "foraging" takes less than three seconds to complete and the units 
involved recover 25% of maximum HP. When Fran is deployed equipped 
with the Crown of Laurels, the HP recovered by the team during foraging is 
increased by 1.5 times. 























Prologue Mission 0-1: Vaan, the Sky Pirate 
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None 
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Find Penelo, Balthier, and Fran. 
Vaan must survive. 



Vaan makes his sky pirate debut flying with Penelo in his new airship as he follows 
Balthier and Fran to the Glabados Ruins. While hunting for treasure on the Elysian 
Path deep in the ruins, however, Vaan gets separated from his companions. 
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>: The Glabados Ruins, Klvsian Path 
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Joins Vaan when he 
approaches. 


Balthier 

Fran 












This mission is essentially a tutorial on unit movement, fighting, controlling 
the camera, and healing. Vaan starts alone. Follow the on-screen instructions 
to move Vaan southeast and defeat a pair of weak Red Flans in succession, 
then join up with Peneio at the corner. After Peneio heals Vaan, move both 
of them northeast along the corridor. Defeat three more Red Flans; Vaan 
automatically does the fighting, while Peneio automatically heals Vaan with 
Cure spells during and after each encounter. Continue up the corridor to reach 
Balthier and Fran. 




































Prologue Mission 0-2: The Treasures Twain 






• Defeat [frit! 

• Vaan must survive. 
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The party finds two treasures in the Cache of Glabados, 
But before they can seize the items, a great magical beast 
(an Esper) named Ifrit arises from an odd platform on 
the floor (a summoning gate) and lurches to the stairs 
to guard the treasures. Suddenly, Fran falls victim to a 
strange, cold Mist infusing the room, and other threats 
emerge... 
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Let Balthier take on the two Djinns. Balthier and Fran are 'guest units” (also 
railed NPCs, or "non-player characters") at this point; you can’t control them, 
but they're on your side, attacking approaching enemies. Leave the Djinns that 
emerge from the summoning gates to your guests; send Vaan to attack the two 
Djinns in front of Ifrit on the stairs. After their defeat, concentrate your attacks 
on Ifrit. Keep Penelo in close range to heal a!! three other party members. 


Afterwards, watch as Vaan learns the legend of the Cache of Clabados... the 
hard way. 
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DERELICT 

THE ROYAL CITY OF RABANASTRE 
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This chapter contains four missions; after clearing 
each one, you automatically start the next one. 
This chapter introduces the player to the use 












1 *3: TTie Treasure Is the Key 
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1 -4: Unwelcome Guests 
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Clear Mission 0-2. 



Defeat all enemies! 
Vaari must survive. 



During the escape from the V, 
Glabados Ruins, Vaan unfortunately 
loses his "wings"-his new airship. 
Shortly after returning to Rabanastre 
he spots a huge, ancient craft in the 
skies above the city. Vaan s friends 
Kytes and rilo accompany him as he 

seeks to discover 
the ship's identity. 
The expedition 
leads them into 
an encounter with I 
some mighty strange 
creatures at the city 
entrance. I 
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Mission Map: i he Royal City of 
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This mission illustrates how to create advantageous match-ups in combat by 
explaining the “Rock, Paper, Scissors" three-way relationship of unit types: 
Melee is strong versus ranged, ranged is strong versus flying, and flying is 
strong versus melee. The mission opens with each leader (Vaan, Kytes, and 
Filoj standing at the top of a separate staircase near a Rabanastre city gate. 
One enemy unit appears at the bottom of the stairs below each leader. 



IsiEr ■ 


You can group your team and fight each enemy separately in a 3-vs-l 
battle if you want. But the recommended way is to create three one-on-one 
battles, pitting each leader against the enemy unit that presents the best 
match-up: Vaan (melee) versus the Sylph (ranged); Kytes (ranged! versus 
the Garchimacera (flying); and Filo (flying) versus the Alraune (melee). After 
defeating these first three enemies, two more of each type appear at the same 
locations. Fight each pair with the Leader that provides the best match-up 
against their type. 
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-2: The Coveted Derelict 
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Clear Mission 1-1. 



Sneak aboard the derelict 
All allies must survive. 


Vaan, Kytes, and Filo investigate the status of the mysterious airship, now docked at Rabanastre Southgate. 
Seeing that thieves have infiltrated the ship, Vaan and crew attempt to sneak inside. 
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Unlike 1-1, you will lose this mission if any of your Leaders fall unconscious. 
This mission describes how to use abilities; it also introduces Gambits and how 
:o set them. After clearing the last mission, Vaan and his friends gained new 
abilities. As you approach the airship, follow the on-screen instructions on how 
to employ these new skills to defeat these enemies, 



First, have Vaan use his new Dual Attack ability to dispatch one of the pairs of 
Sylphs. Next, have Kytes blast the four hovering Garchimaceras with his new 
Rraga area-attack spell. After that, observe the short tutorial on Gambits, then 
use Filo's Sonic Wave to KO the two groups of Alraunes. Finally, head for the 
airship's entrance. 














































































1-3: The Treasure Is The Key 
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Gear Mission 1-2. 


Moving through the abandoned Derelict, Vaan, Kytes, 
and Fiio reach a deck where a large stone statue sits in a 
wall aicove. Another mysterious platform lies before it 
then hostile creatures start pouring out of it! 


i 





Reach the summoning gate! 
Open the summoning gate! 
Summon three Espers! 
Defeat all enemies! 

Alt allies must survive. 
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h tliLs mission, each time you complete one objective, a new one appears. 

I -real all of the creatures as a team, with Kytes leading the attack on flying 
Garthimaceras and with Filo (with tier automatic Sonic Wave gambit stiil active! 
tak ng the lead against Airaunes. On the floor platform, either send Vaan after 
lie r.vo Sylphs guarding it or hit them from afar with Kyies's Firaga spell. 


From the gate, you can now summon Espers, which are creatures that wi fight 
for your side. Vaan automatically summons one Alraune from the gs:e Now 
you get another lesson, this one on summoning Espers, and anoih-' objective. 
"Summon three Espers!" Now do the following: 


'V 


L r 


; end your units to approach the platform; they automatically surround it and Vaan 
elds the green stone-the Cache of Glabados—that he swiped from the Glabados 

Ruins. 

5 triggers a short lesson on summoning gates: Enemy-controlled gates are 
e: To capture a summoning gate for your side, send one of your leader units 
- the gate. With your leader selected, tap directly on the gate. You will see a 
: :er bar appear over the gate; its slider moves left, away from the bar's red 
: toward its blue side, as your leader prays before the gate. When the slider 

es all the way to the blue side, the summoning gate will be "opened;" 
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Why those Esper choices? The two Alraune and two Sylph Espers will best 
counter the enemy reinforcements that immediately appear. Remember the 
unit type match-ups: melee trumps ranged, while ranged trumps flying. So let 
Vaan's melee group (Vaan and your two Alraune Espers, all melee units) lead 
the attack against the three ranged Sylphs. Meanwhile, target the three flying 
Garchimaceras with Kytes's ranged group (Kytes and your two Sylph Espers, all 
ranged units). 
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Clear Mission 1-3. 
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* Defeat Ba'Gamnan, Bwagi, 

* Vaan must survive. 


and Gijuk! 


Peneio and Tomaj arrive outside the Derelict and find a \ ^. 
fallen guard. Meanwhile Vaan, Kytes, and Filo reach the 
Derelict's bridge, where the intruders appear. They turn out to be 
Ba'Gamnan's gang. Of you played the original Final Fantasy XII, you 
will remember Ba'Gamnan as the Bangaa bounty hunter.) Vaan ar 
crew retreat to the lower deck, where they must summon Espers to 
stand against Ba'Gamnan and his tough, hardened thieves. 
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PART 3: 

The Missions 
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Once the battle starts, the members of Ba'Gamnan's Bangaa group approach 
one at a time, roughly 15 seconds apart. Gijuk is a ranged unit and sets up 
from the south, but the other three are all melee-type units. Your initial Affinity 
is limited, so as the mission starts, summon one flying Garchimacera, which is 
strong against melee units. Next, draw a selection box around all of your allies 
and fight each Bangaa with your entire force as he/she approaches, defeating 
them one by one. When one Bangaa falls, move to the next target. 





Keep calling new 
Garchimaceras from 
the summoning gate as 
your Esper allies fall. 
Ba'Gamnan comes last, 
and he's the toughest. If 
Vaan is low on health, pull 
him back behind the others 
and keep summoning 
new Espers! When the last 
foe drops, Bwagi, Rinok, 
and Gijuk flee, leaving 
their unconscious leader 
Ba'Gamnan behind. And 
then the great Derelict 
awakens... 




















































































THE SKY CONTINENT 
OFLEMURES 


in this chapter, you gain three new allies: Penelo, 
liyud, and-believe it or not-Ba'Gamnan...sort 
of. (The Bangaa has been abandoned by his 
"loyal" gang, but he's not exactly a willing ally.) 


Mission 2 - 2 , you'll obtain 
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2-4: 'Neath Darkened Wines 
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MB02; Monster Melee MB03: Sky Pirate Melee 
MB04: Summoning Melee 
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As Chapter 2 begins, you get to name your new airship! 
After a brief lesson on "Talking and Shopping'', take a 
moment to move about the bridge. During the game, you 
will often return to the airship's bridge. These interludes 
are called 'Chitchat mode' and they can provide very 
valuable information. 

Talk to everyone on the lower part of the bridge. Note 
in particular that Tomaj suggests that you gather raw 
materials wherever you go and bring them to him for 
creating useful items-new weapons, new equipment, 
and more. 


!, choose "Let's get going!" to bring up the World 
Map, where you can select your travel destination. View the lesson on "Navigating the World Map," then steer your ship i\ 
the Land Icon, the downward arrow indicating a landing spot on Zephyr, the Windward isles. 
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Upon arriving, and before you 
exit the ship, Penelo mentions 
something about the logs that your 
team will keep. On the Island, walk 
up to the red Mission Flag marking 
the mission in the Bosco Pampa. 
Click on "Bosco Pampa" to enter 
that land. 
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Ciear Mission 1 -4 


Save the wounded warrior. 
Save Llyud's companion. 

At least one ally must survive. 


OBTAINABLE ITEMS 







The airship has 
taken Vaan and 
his friends to 
the legendary 
Sky Continent of 
Lemures comprised 
of floating islands in 
the sky. There, they 
discover a "treasure' 
<a musty old book) 
and a trio of Antiion 



monsters attacking a 
winged warrior. 


VAAN - PENEIO’ KYTES 


(*=Mandatory) 


UNITS 


GNOAM 


quetzalcoatl 


f| Ranged 


Q Melee 


Melee 


r Other 


R Other 


Neutral 





Starter Manual, Spri nt Shoes _ 





T I 

"lying 

N 

B-S ™ 

w 

- R 

— 


Kn 

































































1 % 


t T * 





II 


Hi jH ■ 


y 1 1 

!s ] 

JLl J 


_■ ■ 9 ” 

€-*. L/ • 

1 11 

a W J 

1 t J J 


[[ ] Pii 





y 


a.w.y; vg j 

r - V “u» " . r A ^ ' 


I 



*32- 

-■ /y 

■# 1 


■VL- 

HSfi 




tv. 


■i, •'>>/ 
. £r'J-r "i r ji 









*53 


«fc» 

V<u 539 T, 

V- ■ w. . 


.-an 


|V 


*■ -• - 7 *. - 




**” “ AwC> J **.; 



o s 

jBt fta ? ■f»■_ - -_y -r vWy« 

->vu 37 dK V' J • * 

TKEatsCEES 1 . 


>v 

“jtec 

•--Jt-^ 4 .—■ __ j _ 

r*i -, VCT T ^ 

*> - :' 


p’p-jt.b-vA*- -I 



■ vT-~i- *.«-«&-•■: ^■*__ 

:•! - 

!£.-> T..v 



i*V38 





,vt- : .. 









« . ' »T!*j«KlCWk5r--'S 

? -■■ ■-- . V # f . 




Inscrutable Bones 
(Worn Hide? 

Rat Pelt (67%) 

Bat Wing (22%) 
Insect Husk (11%) 





7 ^ r / * ^ 

* &Xr S&Ti? e < X™ j 




• ?* M 


3 R 


S^: 

- 


SrcaSeisw 







\ 


H.JMI 


", s - * 

-^ ' "■. A. . *Sf 

• V r ; i > 4 vY 

* *jp' 




Limpid Crystal 
(Earth Shard; 

Earth Stone (67°b) 
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Wounded Warrior 
Joins your group after 
you defeat the three 
Anti Ions. 


Ansei 

Appears after Liyud 
joins the group. 



Mvthrit Vest 
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More enemies prowl through this area than you've faced before, plus there are 
no summoning gates, so you can't call new Espers, lhus, it's important to keep 
the Espers you start with alive. After defeating one group of enemies, make use 
of Penelo's Curaga or visit Foraging Points to heal your characters up to full HP 
before moving on to the next battle. 

The Winged Warrior (Liyud) lies to the lower-left of your start point, with three 
Antiions surrounding him. Defeat all three monsters to fulfill the first objective. 
A brief lesson on “Recovering Hit Points (HP)" describes the task of consuming 

the healing berries you find 
at Foraging Points, then Vaan 
helps Liyud do this at a nearby 
Damson berry bush. After a 
conversation with the aegy! 
a race that resembles winged 
humes), you see another 
aegyl, his companion, being 
attacked by Antiions in the 
northeast corner of the map. 



Liyud now joins your party. Your urge will be to rush directly to his 
companion's rescue-and of course that's an excellent instinct. But if you defeat 
the three Antiions around the companion and then approach her, you clear the 
mission-and you don't want to do that just yet. Move around the island a bit 
first, gathering items from treasure chests and Material Nodes. 


The first Material Node is the Limpid Crystal formation to the northeast of your 
crew. Select any of your leaders (or all of them, it doesn't matter) and dick on 
the node. You get a quick lesson on “Material Nodes” first, then scavenge its 
raw Earth-based materials. 

Continue to two more chests (holding a Mythril Vest and a Caia Rod) and 
two more nodes (Inscrutable Bones and Virgin Timber), defeating enemies, 
healing at Foraging Points (or via Penelo's Cure or Curaga spells), and 
gathering everything you find. After doing ail this, rescue the female aegyl, 
Ansei, to complete the mission. 


























































































" ■ v.afds, Llvud tells ttis group that a barrier that once ptotected Lsroutss 
- - -jy shattered—perhaps by the explosion of the Suncryst. Now tinongs 

■ c-.v pirates from the "underworld" (the world below the Sky Continent! are 
T.ac ng, wreaking havoc on the land and driving the "Varhi into a frenzy. 


fc---- you return to the island map, you can revisit the Bosco Pampa and fight 
erne’s first Melee Battle (entitled "Monster Melee") against the area's 
Ensters. Co ahead and do this to hone your fighting skills and read the lesson 
Preparing for Battle," which introduces the battle party screen. Or, you can 
: • - :5ec i to the Fane of Gucuina Qul to continue the main story. 
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Gear Mission 2-1. 
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Ring of Pacts 


Defeat all enemy leaders. ' * | before entering battle. 

* At least one ally must survive. 

ivud has reported that sky pirate invaders have occupied a nearby temple, the Fane of Cucuma Qul. Vaan 
ind his friends set out to confront them. This takes them into the massive Fane, where they learn that their 
memies have Espers too-the "Yarhi” that Llyud spoke of earlier-given form by the power of auracite. 
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fn addition to the units listed Here, QuetzajcoatJs, 
Remoras and Ramihs will sppear from the enemy 
summoning gates and join- enemy groups. 
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Four enemy leaders lurk inside the Fane. Open the nearby neutral summoning 
gate (the one Llyud points out), summon Espers, and defeat the enemies 
directly in front of your party as _ ^ 

you proceed deeper. Enemies can 
summon unlimited numbers of their 
own Espers from their summoning 
gates; capture their gates as soon 
as possible to tilt the numbers in 
your favor. 
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Against the first two enemy groups, you can gather all of your allies into a 
single force to fight. However, the last two enemy groups are all ranged units; 
each is a squad of Quetzalcoatls, the first led by Venerer Emeritus and the 
second by Poof the Moogle (see groups C and D on the map). Keep Filo and 
Liyud safely away from both of these fights! Summon plenty of melee-type 
Alraunes into Vaan's group to defeat the ranged enemies. 


After the mission ends, the party learns that the stone from the Cache of 
Glabados is actually a piece of auracite, the substance that summons Espers 
from the realm of illusion, although Llyud senses even greater power in the 
Glabados stone. Llyud gives Vaan the Ring of Pacts to allow the summoning 
of new Espers (or Yarhi, as the aegyl call them). 


Explore these new topics in the Menu list and view the lessons on each. Learn 
how to use the Ring of Pacts to enlist new Espers, then learn how to put Espers 
into "Troupes" to make them available from summoning gates. 

Regardless of how many Espers you've enlisted via the Ring of Pacts, you can 
only summon from one Troupe of five Espers in each mission, mis Troupe 
can-and should-be modified at the beginning of each new mission. Obviously, 
you want to fill your Troupe with Espers that match up best with the enemy 
unit types that lie ahead in the next mission. 
























































2-3: Reinforcements 




* Find the auracite chamber. 

• Defeat Titan. 

■ At least one ally must survive. 


Now the intentions of the sky pirate intruders become 
dear: They seek auracite to gain great power. The red 
entrance door is locked, but opens when Filo presses 
a nearby red switch, thus providing a clue to what lies 
ahead. In this mission, Vaan and crew must work their way 
through color-coded doors into the deepest chamber of the 
shrine, where the enemy sky pirate leader waits. 
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Sagfttarius x4 Stubborn Sky Pirate Alraune x2 

~ Ram ill x2 EHMI 



(Appears after Ulan's 
HP is reduced to half.) 
BaGsmnan 


The first goal is to head toward the central courtyard, fighting pirate-led groups 
of foes, nabbing items from treasure chests, and replenishing HP at the four 
Gucuma Manna Foraging Points. Several locked, color-coded doors block the 
path. To open each door, one of your leaders (no Espers!) must press the switch 
of the corresponding color. The matching door switch locations are illustrated 
in this section. 




CHEST GUARDS 


Watch out for enemies that appear when you open 


Kilimweave Shirt! 






lii^ tu jk irailway gua!UCU uy 

flying Ramihs. Nail them with Kytes 
and his Sylphs, then send your entire 
force down the corridor southeast to 
the purple door; its corresponding 
switch is just down the hail. Open it 
and enter to find the first Gucuma 
Manna Foraging Point and a 
treasure chest. Send your flying units 
only into the room to open the chest 

IKiiimweave Shirtl. After opening it, three melee-type Alraunes suddenly z 
into the room. Use your flyers to dispose of them. 



This screenshot illustrates the 
location of all color-coded locked 
doors and their corresponding 
switches. 










































































: jniinue to traverse through the corridors. The next enemy group at the top 
the staircase is all ranged units, so send Vaan and your Alraunes to counter 
.'em. Refer to the map to see which enemy type lies ahead in each new area, 
then send the appropriate counter unit to lead the attack. 

ifter pressing the white switch at the center of the Fane, Titan appears in the 
central courtyard and you get a new objective: Defeat Titan! You must fight this 
beast with just your five Leaders. 

Titan targets the first unit who attacks him, so send one unit after him first. 
ATiile that character is running away, send your other characters in to attack 
’ When Titan’s HP reaches the halfway point, Ba Camnan appears as a 
guest character. Now attack Titan with all your units at once, 
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ission 2-3. 


Destroy the enemy Soul Crystal. 
Your Soul Crystal must survive. 



A gang of sky pirates has penetrated the Fane s inner 
sanctum and stand at the altar where the auracite rests. To 
prevent the powerful substance from falling into their hands, Vaan 
and his friends must fight up the shrine's five levels, capturing 
summoning gates and calling upon Espers. The goal: Defeat the 
thieves and destroy their red Soul Crystal to keep KO d enemy 
leaders from endlessly returning to battle. 
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Summoning Gates 


Ally 

1 

Neutral 

0 

Enemy 

2 

Soul Crystals 

Ally 

1 

Enemy 

1 

FP 
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0 0 0 


In addition to the enemies listed here. Remoras, 
While Hares, Quetzalcoatls snd Atomoses wiO 
appear tim the enemy summoning gates and 
reinforce enemy groups. 
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Now that Ba'Gamnan is in your party, you have six leaders from which to 
choose, meaning that you can decide who you want to deploy while you're 
making battle preparations. Since you want to summon a lot of flying units 
and create a separate flying group for this mission, it's best to deploy both Filo 
and Llyud. Your ground team faces many ranged units on its route, so add one 
melee leader (Vaan or Ba'Gamnan]. It also helps to have a ranged group led 
by Kytes to take on flying Atomos squads. And, of course, you need Penelo and 
her White Hare healers. 
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of time, meaning that even if you defeat an enemy Leader, he returns to battle 
shortly, in missions with an enemy Soul Crystal, it's important to take it out as 
quickly as possible. 



The enemy Sou! Crystal is in the upper right-hand corner of the map. To get 
there, you must fight past many enemies deployed on five ascending tiers 


Espers from two summoning gates, plus their leaders keep returning via the 
red Soul Crystal. (Fortunately, your leaders get the same benefit from your blue 
Soul Crystal.) 
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However, flying units can reach the enemy Soul Crystal on the top tier without 
using the stairs. This lets you send a flying-only force around the right flank, 
mo. ing up the map's right edge. This group faces far fewer foes on this route. 
As your flyers make their move to the Sou! Crystal, have your ground forces 

focus on 
capturing the 
summoning 
gate on the 
far end of the 
middle tier. 

Doing this lets 
you summon 
even more 
flying units for 
Rio and LIyud, 
making their 
crystal assault 
unstoppable. 


When the mission ends, Vaan interrogates the sky pirates at the sr.rir.s s 
and learns about the shady character they work for, known only as the.. 
y f wings," and about her nefarious plans. You aiso hear of a great auracite 
crystal known as an auralith. 
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When Togi escapes, the party automatically returns to the ship's bridge, where 
LIyud the Aegyl tells what he knows of these mysterious and powerful auralith 
crystals and of the legend of Feolthanos the Eternal. 
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This chapter features five primary Story Missions 
some new Melee Battles, and the first batch of 
side missions available via Tomaj's notice board. 


and missions you earn EXP toward leveling up your 
characters-always a good thing to do. You also 


Will 

V* 

SB § i t|L ■ j H 

EJL/^LLj 


■ v * r -• ??■- 


mu 


wmmmmmmm 

,-j J * • . 'D|. n t !■' u | f ll oor • I * **/*.•* r"* 

■ 




w --1* , -* • 



Fly your airship to "Tormelados, Isle of the Megalith" and tap 
the Land icon to dock at the new island. This triggers a brief 
dialogue on the bridge. Tomaj announces he's putting up a 
notice board where he'll post anything he hears about sky pirate 
activity. Afterwards, the team automatically disembarks onto the 
island. Head for the red Mission Flag planted at The Kisne Rise. 



Beef Up on Side Missions 
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3-2: Rendezvous Round Back 
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3-3: The Crystal's Cry 
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3-4: Judge of Wings 
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3-5: Backstabbing Bangaa 



Check Tomaj's board whenever you return to the ship's bridge. 
He posts side missions or "hunts" that you can undertake 
to gain EXP and pick up valuable items and materials. You 
can also access the board by tapping the 'Tomaj" button in 
the lower-right comer on the World Map. You will gradually 

unlock more of Tomaj's hunts as you proceed through the 
game. 

As Chapter 3 begins, three of Tomaj's hunts are available: Bus 
Hunt; Once Bitten, Twice Shy; and Maleficent Mayhem. All 
are winnable with Level to or n leaders. After completing 
all three, "The Scofflaw" is unlocked. You may want to wait 

until later in Chapter 3 to try this one, after you level up your 
characters a bit more. 
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ftc T50: Bailtf|es and Banditry TST: Easier Said Than Done 
g : ; T52; Harmony in Discoid T53: Tire Trodden Past 
MB06: Summoning Melee MBQ7: Summoning Melee 
MB08: Monster Melee 
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Clear Mission 2-4. 
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Defeat all enemy leaders. 

All aegyl must survive. 

* At least one ally must survive. 




Vaan s pa rty has landed on ^ 

Tormelados, seeking to protect the 
auralith enshrined in the island s fane 
from the Judge of Wings-the mysterious 
figure who appears to be leading the 
sky pirates. After arriving at the Kisne 
Rise, pirates are attacking the aegyl 
inhabitants. The goal is to help the 
winged victims escape the island and halt 
the sky pirate surge by KO'ing its leaders. 
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1300 Gil, Artificer's Handbook, Auracite 
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Mission Map: The Kisne Rise 
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Fleeing Aegyl 


Terrified Aegyl 


Aegyl Brave 


in addition to the units listed here, Goblins, Gadoids, Gardiimaceras and 
Atomoses will appear from the enemy summoning gates. 
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The primary task is to help each of the four aegyt escape the island. As you 
reach each one, the beleaguered aegyl starts heading back to your start point 
down in the lower-left corner of the map. If the aegyl arrives intact, he she 
disappears safely from the field. 






The first victim, Fleeing Aegyl, is being attacked by Petty Sky Pirate. But don't 
worry, as the other three aegyl on the map won't suffer attacks until you reach 
them. Enemies start to chase and target each escaping aegyl the moment they 
begin to flee, however, so make sure their route to the start point is dear. If 
enemies lurk along that route, make sure the escaping aegyl is protected by 
escort units. 

Along the way, take out enemy leaders and open both summoning gates to 0 

stop the flow of hostile Espers and gain your own. Note that enemy group D 

posted up on the low ridge consists of eight ranged Cactoids led by the bow- 

firing Heartless Huntress, so keep your flying units back! Let your melee units 

lead the charge up the hill into the missile barrage. "" 












After completing this mission, Tomaj opens his store on 
the airship's bridge. Talk to Tomaj to buy or seli weapons, 
armor, and accessories. If you can, buy the Winged Boots for 
Vaan before you start Mission 3*2. 





















































3-2: Rendezvous Round Rack 
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• Sneak into the temple. 

♦ Vaan must survive. 









Here's an interesting solo stealth mission. The auralith lies in the Fane of Tehp QuI, the central shrine on the 
Isle of the Megalith, but tough sky pirates patrol the shrine's entrance. The summoning gates are blocked 
too, so no Espers are available. Llyud reports on a secret back entrance, but someone must throw a switch 
inside the temple that opens it. That someone, of course, is Vaan. To reach the switch, Vaan alone must 
creep past nine pirate lookouts and sneak into the temple. 
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Sharp-nosed Mauler 


Patrolling Sky Pirate 



Yes, Vaan must sneak alone to the Fane entrance-no allies, no Espers, and 
nine tough enemies on the field. If you try to fight them one-on-one, you wiii 
slowly run out of HP, so try to move around without being seen. Enemies wiii 
spot Vaan if he gets 
too dose, so wait for 
the pirate to move 
far away. Take your 
time and study their 
patrolling patterns on 
the upper map before 
making your move, 
tiien give each sky 
pirate a wide berth as 
you move past. 



even while running from your pursuers 
the top of the stairs. 


Take the path shown on the 
Recommended Route map (again, 
moving only when no enemies 
are nearby) and you can open all 
the treasure chests without being 
spotted by any group except the 
Bellicose Sky Pirate. If an enemy 
spots Vaan, use his Sprint skill to 
raise his movement speed. Try to 
grab as much treasure as possible 
You're home free as soon as you reach 





























































Clear Mission 3-2. 


* Defeat all enemy leaders. 

• At least one ally must survive. 



Vaan and his party sneak into the Fane and 
penetrate its inner chambers, eventually 
reaching the auralith. However, the sky pirates 
have installed something at its base-a strange 
device that is destroying the great crystal. 
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Most of the enemy leaders and Espers in the Fane's inner chamber are ranged 
units, so deploy both of your melee leaders (Vaan and Ba'Gamnanl and use 
them in the vanguard of each battle. Put your strongest Fire-type melee and 



mission, if you have the auradte to afford Rank II Espers. Tire enemy Gnoams 
and Cu Siths suffer from Fire weakness. Move from group to group following the 




Enemy groups C and F contain a lot of Cu Siths. Keep Uyud 
and your flying units as far away from them as possible. 
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3-4: Judge of Wings 
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Clear Mission 3-3. 


hhhmmhhhhhhi 


• Defeat the Judge of Wings. 

• Defeat Shiva. 

• At [east one ally must survive. 

After a fierce battle, Vaan and his friends manage 
to rout the sky pirates. But the Judge of Wings 
suddenly appears before them, summoning a large 
number of Espers, including a powerful Shiva, 
Empress of Ice, and attacks the Auralith with a 
mysterious device. 
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Other than the Sirens, all enemy Espers that appear during this mission are 
vulnerable to Fire attacks, so fill your Esper Troupe with Fire creatures. For your 

melee Esper, however, consider 
choosing a unit unaffected by the Stop 
status from Shiva's Diamond Dust 
ability, like Cuchuiainn or an Earth- 
type Esper, (This doesn't apply if Filo 
is equipped with the Cold Earrings, 

[ which makes all Espers deployed to 
asiat her group immune to Stop.) 

Except for the Judge of Wings, all 
enemies on the map will attack after 

a certain period of time. If you want to fight safely, defeat enemy group A and 
open the enemy summoning gate there, then stay around the gate and engage 
the enemies as they approach, summoning quick replacements when your 
Espers drop. As you summon new Espers to replace fallen ones, it's best to call 
melee units who will be useful in the upcoming battle against Shrva. 



At first, the objective is to defeat the Judge of Wings. But after two minutes 
pass, or after the Judge of Wings drops to 30% HP, you get a new objective 
added: Defeat Shiva! (Note: If you somehow manage to defeat Shiva before 
this new objective is added, you actually clear the mission.) 
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Shiva is a mighty Rank ii! Esper, 
meaning that she's a step more 
powerful than the others. If you 
made a Pact with any Rank Hi Esper 
([frit, for example), make sure it's 
available in your Esper Troupe, 
Otherwise, crank out as many Rank 
II melee-type Espers as possible to 
face off against the ranged attacks 
of Shiva. After knocking her out, 
the Judge of Wings reappears 
and unleashes her device on the 
auraiith... 
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• At least one allied leader must survive. 


Despite your valiant efforts, the Auralith is destroyed. However, you gain one of its shards-an astral crystal 
that provides the ability to accumulate astral power (AP). As consolation to poor Llyud, your team sets off to 
hunt down the Judge of Wings. However, the Bwagi Gang, now bearing auracite themselves, looks to bar 
the party's way. 
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In addition to tils units listed tisre, Chotobos, Uorr 
Sagittarius©, Cartrundes and Tiamots will appear 
from the enemy summoning gate 'only one Tiama 
will appear on the field at a time). 





This is the first mission where you can make use of AP, so use it to fortify your 
primary melee Espers. When you have enough Affinity to summon help, tap on 
the nearest summoning gate that you control, select "Fortify Esper," and click 
on the icon of the Esper you want to temporarily level up, Then summon those 
Espers! Both Sagittarius and Tiamat are very powerful ranged units but both 
are weak against the Earth element, 
so put an Earth-element melee 
creature in your Esper Troupe, fortify 
him, and send several against the 
enemy's big two. Note that fortifying 
Espers affects those that have 
already been summoned, as well as 

ones that have yet to be summoned. : ( 

Hr serf 

All but one of the enemy leaders 
are melee units, but most have 

ranged Espers nearby. If you decide to fight with teams of flyers, keep a close 

eye on their HP levels and micromanage them away from ranged attacks. Use 

Kytes’s Blizzaga spell against the fiery Bomb squads, which are weak against 

Blizzaga's water explosion. If you want Kytes to have Blizzaga charged up for 

the Bombs, set Firaga as his Gambit and presetve Blizzaga for more selective 
use. 






















































































PART 3: The Missions 



E 3 ck on the airship, Tomaj points out the four new shops onboard in an area 
ie's dubbed the "Sky Saloon." Once the Sky Saloon opens, you can go there to 
;.iy stuff, have stuff made, and have conversations with friends and various 
aegyl. Tine Cafe, Material Shop, and Forge are newly opened in the Sky Saloon 
and Tomaj's Shop now moves there from the bridge. After exploring the Sky 
Saloon, go to the bridge. 



“alk to Filo on the bridge and learn about the fold-out canoe she found 
inboard. Talk to her a second time and choose Full speed ahead!' to open up 
- -= following new locations: Shadow of Paharo on the Isle of Megalith (the sky 
s and where you are now) and Port Mariiith on the shore of the great Muruc 
CshLiac Skvsea on the continent's main island, which is the destination for 
Chapter 4. 




Before heading off to Port Mariiith, spend some time playing Melee Battles in 
locations you've already visited (Tine Kisne Rise, Fane of Tehp Qui and so :r, 
and trying the new hunts available via Tomaj's notice board, It’s important to 
reinforce the fact that these side missions provide valuable rewards of treasu - 
items, and materials as well as leveling up your characters (try for Level 17 or 
so for Chapter 4) and sharpening your combat skills. 


ShoplatiTomaj’s for. Upgrades and 
Re-Equip Your Team_ 


If you've been dutifully scavenging Material Nodes and 
opening treasure chests, sell some of your excess inventory 
items to Tomaj to build up some gil. Do so regularly and 
spend freely for upgrades. 

Each of your leaders should have flexibility in their 
equipment choices. For example, buy Vaan an arsenal of 
swords that inflict a 
variety of elemental 
damage types 
(Flametongue for Fire 
damage, Icebrand 
for Water damage, 

Tempestfalade for 
Lightning damage, and 
so forth). 

You should also 
stockpile accessories that bestow your entire party with 
enhanced performance or protect it from various types 
of status ailments. Vaan's Winged Boots grant the entire 
group immunity to Immobilize spells; Penelo's Corsage 
Bracelet gives everyone immunity to Silence; Kytes's 
Traveler s Pouch protects the group from Poison, and his 
Goblin Pouch adds extra loot when you clear each mission. 

Study the enemy list for each upcoming mission. Note each 
enemy type's nature, resistance, and weakness. Sometimes 
you'll see a pattern-a general weakness against the 
same element, for example. Equip your team to exploit 
that weakness to make the battles ahead much easier to 
manage. 
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Three sky pirate allies from previous adventures- 
Rikken, Elza, and Raz (see the original Final 
Fantasy Xll )—join the story in these missions. 
You don't control them, however; they are Guest 
Units. Yes, they fight bad guys, but they also have 
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Now V° u can wander around and talk to folks, or simply 
head up the ship's gangplank to trigger an automatic 
conversation with Rikken. Ask both of Vaan's questions 
to learn about the auracite-gathering scavenger hunt 
and to see Rikken's reluctance to talk about the Judge 
of Wings. When the dialogue choice "It's not important" 
appears, choose it to get a few more choice comments 
on the Judge and end the dialogue. 

Next, talk to Penelo by the dock to trigger a team 
conversation and learn that Ba’Gamnan has flown the 
coop; he s no longer an ally. Rikken grants Vaan free 
entry into his contest; passage to Isshu, Jewel of the 
Skysea, is unlocked; and you automatically return to the 
World Map. Paddle due south to the new location. 
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Clear Mission 3-5 and complete the dialogue at 
Port Marilith. 


■ Open all of the treasure chests. 

• At least one ally must survive. 

♦ Rikken, Elza, or Raz must survive. 
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Vaan and crew decide to join Rikken's Treasure Hunt, However, as soon as they arrive at the island where 
the contest is set to begin, they discover Rikken and his gang being assaulted by Esper-summoning pirates. 
Your party is limited to two leaders in this mission, and you must race against the enemy pirates and your 
own friends in Rikken's party to gather the treasure scattered about the island. 
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(Water Shard) 
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Summoning Gates 


Ally 0 

Neutral 0 

Enemy 0 


Soul Crystals 
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During this mission, both Rikken and the enemy leaders rush to open the 
island's treasure chests. Every chest they open gets emptied, meaning you lose 
the contents. To ensure this doesn't happen, equip Vaan with the Sprint Shoes 
and set the Sprint ability as his Gambit to increase his speed. Deploy Kyies as 
your second leader, since plenty of ranged and flying enemies patrol the map. 

As the mission opens, Liyud 
points out that some of 
the enemies on the island 
are Sahagins, which are 
weak against Lightning- 
enhanced attacks (as are 
Aquarius flyers). There are 
also a few Shivans that are 
weak against Fire attacks, 
so your weapon choices 
can take advantage of 
these facts. Equip Vaan 
with Flametongue and 
equip Kytes with the Rod of 
Lightning. (If you don't have 
these weapons yet, you can 
purchase them at Tomaj's 
Shop in the Sky Saloon area 
of the airship.) 


Immediately after the mission begins, send them off on the courses designated 
on the Recommended Route (see map below) to collect all five of the valuable 
treasure items on the map plus both of the island’s Material Nodes. Avoid the 
two chests that contain Mimics (enemy groups F and G on the map); let Rikken 
open them instead. 
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4-2: Pirates and Parrot in Peril! 


After clearing Mission 4-1, a new location becomes available: Cebe, Isle of 
Treasures. You also gain the ability to put up Mementos in the Sky Saloon on the 
airship. To do so, talk to Filo near the entrance of the Sky Saloon. Finally, you 
add a new Melee Battle (a Monster Melee) at Isshu, Jewel of the Skysea. Play that 
new battle to boost your stats, then move on to Cebe. 
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Rikken continues to stonewall Vaans party regarding 
the shadowy Judge of Wings, so the Treasure Hunt 
continues. At the newly available Cebe, Isle of 
Treasures, the party discovers Rikken once again 
under attack from contestants trying to win the nasty 
way. This time he humbly requests your assistance... 
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In scidiiion Iq the starting enemies listed 
here, Safragtns, Shivans, Aquarius^, Sirens 
and CucMahns will appear from the enemy 
summoning gates. 



As in the last mission, you can only deploy two leaders. This time your best bet 
is a flyer duo, Filo and Llyud. Both are strong against the melee-type Espers 
who dominate this map; they can also take shortcuts to get to distant Material 


Nodes. Most of the 
Espers on the stage 
are weak against 
Lightning and they 
dish out Water- 
enhanced attacks, 
so equip Llyud with 
his Storm Lance 
and don't have any 
Water-weak units in 
your Esper Troupe. 
Atom os flyers work 
well here, too. 





At the start of the mission, send your two flyer groups straight to the left 
side of the map to defeat the melee units of enemy group A, then open the 
summoning gate nearby. Next, fly straight north to the red soul crystal to 
defeat the Rogue Ninja leader and the five Cuchulainns. 



When they're history, start hammering the red crystal. As your Espers attack 
the crystal, you can send Fiio or Llyud (or both) off to the other Material Node 
in the northern corner of the island. It's a dangerous jaunt, but you can pui! it 
off, scavenging the node before the red crystal shatters. 

When the mission ends, you unlock another Melee Battle, this time a 
Summoning Melee, on Cebe, Isle of Treasures. You also open a new location, a 
cave leading to flaming caverns beneath the great skysea. 
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• Ba'Camnan. 

• e=st one ally must survive. 


Tomaj has found a temple located beneath the island of 
Cebe. His information suggests that there is treasure in this 
underground Fane, but that's not all—the Judge of Wings 
may be lurking there, too. The scalding cavern holds ruins, 
danger, and lava-lined passages. But the lure of treasure is 
too great for sky pirates to resist—including Rikken and his 
i - n£ who whiz past on their way into the darkness. 
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Do some work on your deployment screen before jumping into this mission. 
You must fight without Espers, so make sure your leaders are well equipped 
and ready to go. Most of the enemy Espers are Fire-imbued, inflicting Fire 
damage with their attacks and resistant to Fire damage in return. However, 
most are also weak against Water... which certainly makes sense, considering 
they live in a lava cavern. 

if a character has Fire weapons equipped (like Vaan's Flametongue, for 
example! switch to a different weapon. At this point, you should have 
purchased Water-element weapons like Icebrand for Vaan, the Trident for 
Llyud, and the Rod of Ice for Kytes, 
so equip these instead. Equip Vaan 
with the Ruby Chestpfate as well, 
if possible; it is resistant to the Fire 
damage dealt by the cavern Espers, 

Set Kytes's gambit to Blizzaga. 

Note that you can keep this battle 
party setup essentially unchanged 
through the end of the chapter. 
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The way up to the temple entrance is a switchback path. As in Mission 4-1, 
Rikken’s group will attempt to nab treasure. But if enemies approach them, 
Rikken, Elza and Raz will change their focus to fighting. To beat them to the 
treasure, just sprint past foes when possible to the chests scattered about the 
cavern, You can even put Sprint in Vaan's gambit slot to speed him ahead to 
the eight treasure chests, but don't let him get caught alone by enemy squazi 


Raid the treasure chests in the order they're numbered on the mission map; ■ 
fairly linear route, so you don't have to do much backtracking. Don’t miss the tsa 
Material Nodes on the way up. When any member of your party reaches poin: 
"a" on the map, Ba’Gamnan appears and KO's his ex-gang of Bangaas, then f >*- 
Infernal Wolves join him and the victory conditions change: Now you must < 
Ba'Gamnan! When fighting the melee-type Bangaa leader, send Filo and Llyuc 
first. The wolves are melee units too, so let your air units take charge. 
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■ 13 ly move up the ramp to confront Ba'Gamnan and reach point 
-: a big squad of five ranged Lamias spawns behind the party, 
hill. Keep them away from your flyers! Send Vaan into them 
Bi support from Kytes. 

;e = "airy situation, so 
7 =snelo does some 
' --a should be her 

U 1 

- 'act, so she cash it 
. from time to time, 

- survive Ba'Gamnan’s 
Lspers, you can still take 
: tough Batigaa. 
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Jjst when it seems the madness is over and 
Ba'Gamnan is defeated, the slimy Bangaa suddenly 
it a ps to his feet seizes Filo, and flees. To save their 
friend, Vaan and the others hurry after them into the 
depths of the ■“*— — 
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.‘.here they 
2 re joined 
bv Rikken's 
party in facing 
down the 
unpleasant 
lizard. 
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In addition to the above here, 



Salamanders, Sagittariuses, 
Ixions and Wyvems vvsil 
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f you have confidence in the strength of your party (for example, if you have 
: it Espers in perfect match-ups of strengths versus the enemy), you can 

r. to thrust right through the center of the battlefield in a straight line to 
:'amnan and Filo. But a frontal assault is very difficult, especially once the 
I rgaa trio and other reinforcements arrive. 

. - „re conventional approach involves moving to avoid a pincer attack by 
:. mnan s various gangs by making a right-flanking maneuver along the 
:~th iseethe Recommended Route map for this mission). If you can open the 
ai<; summoning gates along the route before fighting Ba'Gamnan, you can 
- - ■ -P your Esper party for the final confrontation. However, the second gate 
: „gh to open before Ba'Gamnan descends on the party. 








~ I 










"r, t avoid hitting Ba'Gamnan when you’re fighting the Sagittariuses; if this 
is entire group-including the ixions-moves toward the party and the 
- ; - :?n get very dangerous. Note that some time after the mission starts, 

: .vagi and Rinok appear as reinforcements on the western edge of the 
ra: * --en's gang will go to meet them, but the Bangaas will win that fight 
---2 ly and move toward Ba'Gamnan. 









Once you finish Chapter 4, you won't have access to the Sky Saloon, so if 
there are any weapons you want to forge, do it before you complete the next 
mission, 4-5; Rite of Despair. 
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imanatmg from deep within tne g JBM ^ , 

Inderfane jolts the group... all but 

Jyud, anyway. As they fight it off 

md enter the temple to investigate, 

hey discover a huge, glowing crystal formation. What is it? Llyud recognizes it as 
■nade of auracite, but something feels strange about it... 


Clear Mission 4-4. 
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• Defeat Bellas, the Cigas. 

• At feast one ally must survive. 
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In addition to the. enemies listed, here, Djinns, 
Bombs, Lamias and Wyvemswill appear from 
the enemy summoning gat- 


Mission Map: Yapih Caverns, Dais of the A uracite 
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nt the Cuchulainn in your Esper Troupe, if at all possible. You need a 
glee unit that inflicts Water damage against the ranged, Water-weak 
:he powerful gigas that waits across the temple. Go straight down the 
the field toward Bellas from the starting point. Move deliberately, 
cut the early enemy waves one after the other, then head to the 
tiling gate in the middle of the map. 



I BEAT THE CLOCK 

After launching an attack on Delias, stay focused and take 
him down as quickly as possible. Enemy reinforcements will 
start spawning near the dais after a few minutes, arriving in 
pairs every BO seconds. 


After disposing of the enemy flyers, send Vaan's team in for the kill. If you have 
five or six Cuchulainns (more, if possible), they should overwhelm the Lamias 
around Belias, and soon the great gigas will be fighting alone. Show no mercy; 
keep summoning new Cuchulainns from the central summoning gate to replace 

any that fall. 




ery few enemy melee units in this mission. You'll see a few Djinns 
■e westernmost summoning gate, but you can ignore that area if you 
gaining control of the center summoning gate, dismiss all of your 
rs, which are weak against Belias and the ranged Lamias. Replace 
: tying and then summoning as many melee units as possible, 
chulainns. It's also important to have Kytes and 2-3 ranged 
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v; two kinds of attacks, but his area-effect Firaja is the more dangerous 
His attendant flying Wyverns and Bombs can take a foil on your 
Earn, so try to separate them from his entourage [feint and quickly pul! 

. to lure them away from Bellas). Draw them after you, then turn 
t rem hard with Kytes and his ranged group, 


When Belias falls, Vaan earns the Pyrodasm quickening. Read the 
"Quickenings" lesson to learn about the powerful spells, which require a full 
Mist Charge to unleash. (Quickenings are discussed in more detail in the next 
chapter.) As the chapter ends, the Judge of Wings reappears and summons 
Bahamut, who she calls "ancient lord and master." Watch the aftermath as the 
great skysea is tom asunder... 


































































TSWARRA, ISLE OF THE LOST 


During this entire chapter, your party is restricted 
to movement around Tswarra, Isle of the Lost, 

But three new Melee Battles unlock (luring this 
chapter, and several side missions open up after 

can acquire 
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T58: Serpent's Rage 
T60: Materialistic 
T62: Rumble in the Jungle 
MB! 5 (Monster Meleei 
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Rally to the Cause 
T57: Otherworldly Beauty 
T59: Thai Left Behind 
T6l: Hie Sword in the Shell 
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M B18 (Summoner Melee) 
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As the chapter opens, three new locations are available on the World Map: Tomaj's Camp, The Guguerro Greendeep, an; 
Zwaua Rainwood. Go to Tomaj s Camp, the jungle clearing where your party's damaged airship came to rest. 


The airship is out of commission throughout Chapter 5, and 
your movement is limited to the sky island of Tswarra, so you 
can't utilize any of the Sky Saloon shops. However, up until 
you ciear Story Mission 5-2: A Gift for Peneio, you can still 
talk to Tomaj at Tomaj's Camp and buy items from him. Check 
out his wares and upgrade everybody’s weapons, armor, and 
accessories, 

After visiting Tomaj's Camp, exit to the World Map. Next, go 
to Zwaua Rainwood and complete the Monster Melee, an 
open battle against the area's indigenous beasts. Afterwards, 
walk to the red Mission Flas and enter The Gusuerro 
Greendeep to continue the main story. 
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Clear Mission 4-5. 
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• Escort the wounded man to safety! 

• Hie man and at least one ally must survive 


Following the collapse of the skysea, 
your party has washed ashore on 
a lonely sky island where not even 
aegyl dwell. Everyone ventures into 
the virgin rainforest looking for food. 
Deep in the jungle, they discover 
a wounded man, unconscious and 
threatened by beasts. 
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Foraging Item: Malden'S Cap 
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Most of the enemies that appear throughout Chapter 5 are weak against Fire, 
so equip your leaders with Fire-element weapons and arrange your Esper 
Troupe to emphasize Fire-based attacks; Balasa, Lamia, and Wyvern are a 
powerful trio of 
Rank ll Fire Espers, 

Give LIyud the Red 
Halberd and make 
sure Kytes's gambit 
is set to Firaga. It's 
also a good idea 
to equip Vaan with 
the Winged Boots 
throughout the 
chapter to ward off 
Immobilize status 
attacks by hostile 
Golems. 



You complete the first objective and "save' the wounded man by simply 
approaching him, but note that the lurking jungle beasts won't attack him until 
after you've rescued him. Therefore, 
don't approach the wounded man 
until you harvest the Material Node 
near the start point. After rescuing 
the fellow, the next goal is to escort 
him to the location marked by 
the flag on the mission map-the 
'safe area" surrounded by healing 
Maiden’s Cap mushrooms. 

The wounded man diligently follows 

your group, so you can focus on fighting and gathering treasure, However, 
waves of Rock Wolf trios start spawning at regular intervals behind the party 
in the southwest corner as you move across the map, so keep an eye on the 
wounded man. Watch out for the ambush of three Blue Flans that drop on top 
of your party (see [bj on the mapi while approaching the safe destination. 





To bring the wounded man out of his guarded shell, Penelo performs a dance 
reserved for people very special to her. He thanks her and reveals his name, 
Veiis. Vaan, upset by the display, storms off to search for food, accompanied 
by Kytes. This opens up a new location on the island; Gugoza Fails, You also 
unlock a new Monster Melee in the Guguerra Greendeep. Try out any new 
Melee Battle before moving on to the next story mission. 
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• Gather foodstuffs! 

■ ;* least one ally must survive. 

Kyles and Vaan wander near the cascading 
waters of a great waterfall, looking for food. 
The area is dangerous, though. Your task is 
to harvest all three of the Prickleplum trees 
near the fails. You should scavenge and 
treasure-hunt as much as possible, too. 
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The primary task here it to harvest the three Pricklepitim trees in the waterfall 
area. Gugoza Fails is home to melee and ranged creatures only (no flyers), so 
use Fire-based melee units as your primary fighting force. 
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Vaan and Kytes are the only leaders in this mission. And with no summoning 
gates on the map, you have only the Espers summoned at the mission start 
as well, so you can't use healing units. Therefore, keep a close eye on your 
leaders' HP and your Espers. Important: Make use of the three Foraging Points 
for healing! 

The path through this mission is linear. As long as you use Maiden's Caps on 
your damaged units while gathering items along the way, you should be okay. 
Before you collect the last Prickieplum in the stage, double-check to make sure 
you haven't left any treasure behind. 
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BEWARE “BAD BREATH 



7 . Groups C, E, and F contain Maiboros, whose Bad Breath ability 
if , assigns one bad status effect to a group of allies, if that bad status 
ens to be Confuse, your 


E'S could be in serious 
To counteract this, just 
c Esper without any 
abilities to approach 
: ::ros first to draw 
B reath attacks, then 
l: with your entire 



VaanvsrKytes Competition! 


As you progress through Mission 5-2 and right after you 
dear it, Vaan and Kytes can speak different lines based 
on the actions you take. Their dialogue depends on the 
following variables: 

’Which specific items each one acquires. 

Whether one of them gets KO'd during the mission. 

‘The total number of items each one acquires. Each 
Priddeplum counts as one item apiece, and each harvesting 
of a Material Node counts as one item. 

You may want to play the mission various times to see all of 
the dialogue options. 
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After completing Mission 5-2 you unlock another Melee Battle. This time, it’s 
a Monster Melee in Gugoza Falls. It is recommended that you play it before 
returning to Tomaj's Camp for the next story mission. 



5-3: Object of Desire 



• -'otect Vetis! 

■ Defeat the Great Malboro. 

• . elis and at least one ally must survive. 


As Vaan and Kytes collect food, 
Penelo sits by the fire getting to 
know the wounded man, Velis. When 
Vaan and Kytes return, Velis reveals 
who he's looking for in Lemures. 
Suddenly, Espers appear on the 
scene. 
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Reinforcements E, F, G appear after enemy groups A-E 
snu enemy reinforcements A, B, C, and D have been 








During this mission, enemy reinforcements will spawn at three separate 
locations on the field. The goal is to make sure that none of them target Velis, 
Most of these enemies are melee-type, so put a strong Fire-based flyer in your 
Esper Troupe (Wyverns are good) and summon as many of them as possible 
after the mission starts. 
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Important; When summoning Espers, always put them into Vaan s team and 
send them directly out to fight to build up Vaan's Mist Charge. (Vaan gains 
Mist for 
every enemy 
his group 
defeats.) You 
want Vaan 
to build up 
enough Mist 
so that he 
can use a 
quickening 
by the end of 
the mission. 



All of the enemies in this mission will start tracking your party after a certain 
amount of time, so you could stay put at the start point and exterminate enemies 
as they approach. However, this method would take a long time before you cleared 
the mission; instead, try the Recommended Route illustrated in this section. 




The Great Malboro and his 
entourage (plus two other 
reinforcement groups of four 
Malboros apiece) don't appear until 
you've defeated all other enemies 
including the reinforcements. So 
after your foray to nail the enemy 
groups A, B and C, draw the last 
enemies remaining to the center of 
the map and defeat them there. 






























































































■b$' Great Malboro and all of 
■K^srcars appear, it looks grim 
w ms group doesn't it? But by 
vi *:r shoo d have fully charged 
jc tc p >,obsh quickening. Use 
r x re C*52t Malboro; it won’t 
- ■ • • will weaken him 
■b:t : : . and wipe out many of 
rv --r- -• "aiboros around him. 
afeET ■: evening subsides, focus 
=! 9 v :attacks on the Great 
itet :<■: Amen this foe goes down, 
n. mt one mission regardless of 
!■ r«ry ether Malboros remain, 
jftt —r eting mission, the party 
act -z the World Map again, 
rack into Tomaj's Camp. 





5-4: The Dance 



* Penelo must survive. 


That night, Velis tells Penelo the 
eerie truth about himself, Penelo 
tries to convince Vaan and the 
others that it's indeed true, but 
they don't believe her. Suddenly, 
the Judge of Wings appears...and 
everything becomes clearer. 
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During this mission, the goal is to protect Peneio she s an NPC, so you 
can't control her actions). To take her place, include some heaiet units like 
Carbuncles in your Esper Troupe, You should also include Wyvems, since 
most of the enemy units are either melee or flying and are weak against the 

Wyverns' Fire Breath attack. 
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ESCRIPTIOH 



Many enemy reinforcements spawn onto the map during this mission, so it's 
extremely dangerous to leave Peneio on her own for very long. Tiy following 
the Recommended Route below, and draw the Judge of Wings (Enemy Group 
Di to fight Vaan. This way, even if enemy reinforcement groups appear, you 
won't have to move back to the center of the map, and any replacement Espers 
you summon can join the battle instantly. 


After drawing out Enemy Group D, defeat the Atomoses and the Ice Drakes 
first, then focus all of your attacks on Velis alone. That's right, ignore the Judge 
of Wings. The reason is she disappears when Velis drops below 50% HP. Once 
you knock Velis down to 25% HP, you win the mission! 

























































































PART 3: The Mission 







The Dance 





RECOMMENDED ROUTE 
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(V) Defeat enemy 


ornnn a 
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4 ) Lure enemy group D out using Kytes's magick and other long-range 
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attacks, then fight the battle at the center of the map. 


( POST 5-4t 


\ PLETHORA OF SIDE MISSIONS 


At chapter's end, Tomaj finally has the airship repaired and he’s sighted the 
Stiah!-i\\e airship of Balthier and Fran! Two new locations are unlocked 
as well: Heaven's Vigil and Oghu, the Veiled Isle, A whopping nine new 


more appear on the notice board as you complete other tasks (mostly just 
conversational), Five new Melee Battles open up at various locations. 


Unlocking Side Missions 


Sometimes you need an extra step to open up one of 
Tomaj's side missions. For example, to open up "A Savory 
Task” (Isshu, Jewel of the Skysea) you must not only 
complete Mission 5-4 but also talk to Penelo in the 
Sky Saloon. 

To find out how to unlock missions, see Tomaj's Notice 
Board: The Side Missions" and then check the Mission 
Prerequisites listed for each one. 

Before proceeding to the next red Mission Flag at Heaven's Vigil. complete 
as 

Chapter 6, if at all possible. 
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CHITCHAT (HEAVEN'S VICIU 



Talk to Fran 


STORY MISSION (THE YMIR QUl RANCg 


6-1: A Recurring Nuisance 


STORY MISSION (HEAVEN’S VIGIL) 


6-2: Terms of Alliance 
IN: Fran 

MB 19: Summoner Melee 




STORY MISSION 


6-3: At Fran's Side 

MB20: Sky Pirate Melee 
MB21: Monster Melee 


STORY MISSION (TOMAJ'S CAMP) 




6-5: Balthier's Betrayal 


OUT: Fran 
GONE: That Left Behind 
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Talk to Fran at Heaven's Vigil after completing 
Mission 5-4. 


• Defeat all enemy leaders! 

At least one ally must survive 


Vaan and crew head into the sacred land, the Ymir QuI Range, in ^ 

Balthier. There, they encounter the reunited team of Ba Camnan 

ally, Bwagi. 
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riy of the enemy Espers that appear on this map are weak against Water 
; ement attacks. However, you don't want Water-nature Espers in your Esper 
Troupe because all three of the Bangaa leaders (Bwagi, Cijuk, and Rinok) are 


-s slant to Water 
=-:::Cks. All the Yellow 
: 3 ns and Thunder 
: - 3 kes are weak versus 
z 2 rth attacks, so bring 
: :ng Earth-nature 
_n:ts in your Esper 
'■ -„pe. Note that Gijuk 
i~i two of the three 
l;:-r types (Bomb 
2 nd Lamia; are Fire 
Lire units, and your 
: i units would be 
■eak versus their Fire 




Ytor best bet is probably neutral or Lightning-element Espers. Note also that 
- ; st of the enemies that appear are melee units, so have a Rank I I flying 
Esrer lAtomos or Diabolos) in your Troupe as well. 


When the mission starts, split your party into two groups. Send Filo, Llyud, and 
all their flying Espers to defeat enemy group A and raid the Material Node, 
and send everyone else to defeat enemy group B and open the treasure chest. 
After defeating groups A and B, rendezvous the groups and push aL units 
forward together, defeating the enemies on your way to Bwagi's enemy group 
F and the three Thunder Drakes on his flank in the river. 



Bwagi’s team appears immediately after you've defeated enemy groups C and 
D. The three Thunder Drakes on his flank aren't linked to his movements; they 
advance if you engage enemy group E guarding the Limpid Crystal Material 
Node. Thus, it can be difficult to scavenge that node before Bwagi arrives.. and 
once Bwagi goes down the mission ends. 
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So you reed to scavenge the node before detesting Bwagi; that means fighting enemy groups D and E at the same time, 
which is difficult. You can send one of your flying groups to hit the Yellow Flans while the rest of the party engages 
Bwagi’s group, but then the three enemy Thunder Drakes advance down the river too, and their ranged attacks can chew 

up your flyers. 

The easier alternative is to just forget the Limpid Crystal node altogether, although it's hard to pass up its valuable Water 
items. Lure Rinok's group (enemy group D) forward and smash them, then wait for Bwagi to come. The three powerful 
Thunder Drakes in the river won't move forward if you don't bother enemy group E guarding the node, so you won't have 

to deal with them. 
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6-2: Terms of Alliance 


VI ■! 


El * l ] i a . r*», 

py B ^ 1 ^ |.yw 





jP, 


1 4 " 

Lf jlt> J • 




V f 






t \* I 






■■■■ ■ 


HMgfl 1 —i iruwiiii i" run '.'iffn 


Clear ft ission 6-1. 




Defeat all enemy leaders! 

At least one ally must survive. 
Fran must survive. 


Vaan and his party learn 
that Bwagi's crew is but a 
diversion-the real Bangaa 
plan is to capture Fran and 
use her to lure out Balthier. 
Now it's time to return 
to Heaven's Vigil to offer 
her some protection from 
Ba'Gamnan's other thugs. 
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Most of the enemy units are weak 
gainst Water attacks, so fill your 
Eiper Troupe with Water-element 
Bpers. It takes a lot of auracite to 
; :ntract the Leviathan, but putting 
this powerful melee Esper on your 
■earn makes clearing this mission 
much easier. 


■Then the mission starts, Vaan's group is with Fran (who functions as a Guest 
Unit 1 with the rest of your units grouped off to the west. The overall plan is to 
this main group to clear out enemy groups A-C, capture the summoning 
*ste those groups are protecting, then reunite with the rest of your allies for 
•he push to the finish. 

: summon Leviathan or other melee Espevs, then send those units (but not 

san, who must protect Fran) to engage the line of five ranged Lamias in front 
• the enemy summoning gate. Follow up with the other teams to battle enemy 














































































Meanwhile, Vaan must help Fran tight off the two pairs of Rainihs (enemy 
groups F and G) who float in one after the other to attack her. If Vaan has 
Cuchulainns in his group, this fight is easy. If he has only Sahagins, it’s much 
tougher; Vaan and Fran will prevail but take some damage. After the main 
paily defeats enemy groups A-C, capture the nearby summoning gate and 
gather all units around Fran. After that, it should be relatively easy to clear out 
the remaining enemies. 


Completing Mission 6-2 unlocks a Summoning Melee in Heaven s Vigil. Give 
that battle a shot to build up your characters and pick up some new swag. Try 
to get your party to around level 30 for the next story mission. You should also 
visit the Forge in the airship's Sky Saloon area and have the Master Artificer 
craft a new set of upgraded weapons. 




Gear Mission 6-2. 

• Accompany Fran to the cave. 

• Fran must survive. 

• At least one ally must survive. 



After saving Fran, she joins your party and the group sets 
out to look for Balthier in the Ymir Qul Range. According 
to Fran, there's an entrance into the mountain hidden 
somewhere in this area. There's also a lot of hidden 
treasure, but it's guarded by many mountain beasts. 
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Barry Yellow Flans and Bombs infest 
r . so fill out your Esper 
■ ■ _ ;e with an Earth-element flying 
the Alamos) to filet the Flans 
: - : i .Vater-element ranged Esper 

— s *ivar) to blast the Bombs. You 
Bso need a good Water or Earth 

- - :e Esper to take on the Red and 
HI:.'. ’.Vyrms in the cave. 



- 3 start of the mission, Fran, acting as a Guest Unit, takes her own pre- 

-rnjned route. Your job is to get Fran to the circular yellow marker on the right 
ecge of the field it’s a fairly linear route. She climbs up to a pair of treasure diesis 
;r 3 rise, then backtracks down and makes her way across the cave. You can just 
escort her with your full force, or send out advance groups to dear the way. 



for the numerous treasure chests on the map, but be advised that three of 
them are Mimics. You gain no real benefit from fighting Mimics, so leave these 
rests alone. If you want to fight them, note that Mimics are melee units, so 
;’ the fake chests with your flying leaders. (Refer to the map to see which 


chests are Mimics.) When Fran 
reaches the yellow marker, she finds 
the cave entrance. This also opens 
a new area called the Ymir Qui 
Underground. 
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6-4: Audience at the Auralith 
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Clear Mission 6-3. 






Defeat the Judge of Wings. 

At least one ally must survive. 
Baithier must survive. 


In a cave deep within 
the mountain, the 
group is surprised to 
discover the second 
auralith. They also find 
Baithier and the Judge 
of Wings facing off in a 
duel for the ages. 
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','ost of the enemies that appear in this mission are either flying units weak 
aaainst Lightning (Sirens and Mateus) or ranged units weak against Fire 
Shivars). Add the Sagittarius and/or Tiamat to your Esper Troupe to counter 
he Sirens and Mateus; equip Kyles with the Storm Wand too (if you use him). 
Also, add the Balasa melee unit to target the Shivars. There are also some 


Sahagins, Rank I melee units weak 
against Lightning, so you can add 
the Ramih, a Rank 1 flyer with a 
Lightning attack. 

Baithier is a Guest Unit who follows 
his own course. For six minutes, he 
and the Judge stand in a face-off 
without fighting, but at the six-minute 
mark, Baithier begins to attack 
enemies. It's very dangerous for 
Baithier to fight alone, so your first 
ioal is to reach him before this occurs, 
if you try to fight all enemy units en 
route, you likely won't reach Baithier 
oefore he gets KO'd, so follow the 
path on the Recommended Route map 
shown here. 




After you finish the next story mission (6-5: Baithier's Betrayal), you dear 
Chapter 6. Chapter 7 takes place on Lesrekta, isle of Illusions. While on 
Lesrekta, you cannot return to Lemures for side missions, nor can you use the 
structures in the Sky Saloon. 

Think long and hard before completing Chapter 6, and make sure there’s no 
unfinished side business. Note that once you complete Chapter 6, the notice 
board mission entitled "That Left Behind is no longer available in the game, 
so don’t forget to complete that one before jumping into Mission 6-5, 



































































6-5: Baffler's Betrayal 



Clear Mission 6-4. 




• Defeat Ba'Gamnan I 

• At least one ally must survive. 


Balthier shocks Vaan 
and his friends by 
activating the device to 
destroy the auralith and 
then he turns on them! 
To make matters worse, 
Ba'Gamnan shows up. 
Now what? 
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As the mission opens, the field looks manageable. But if any of 
your units try to approach Balthier, a huge Sagittarius squad 
appears, 16 strong. To counter them, put Earth-type melee 
Espers like Golems (and Titan, if available) in your Esper Troupe. 
You aiso need a strong Fire-type flyer to take on the enemy 
Goblins and Golems that fight for both Balthier and Ba'Gamnan 
iand the Titan that fights for Ba'Gamnan, too). Put the Wyvern in 
your Troupe to counter. There are no flying enemies on the map, 
thus the only ranged Espers you need are healing units. 



To complete this mission, you must defeat Balthier and Ba'Gamnan. If you take out Balthier first, 

Ba Gamnan's team (enemy group A) immediately comes after your party and you end up fighting two very 
tough battles in a row. If you want to fight both battles, it’s easier to defeat Ba’Gamnan first; just send your 
flying Espers after him and follow up with your main group, 
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= jt there is a much better solution. Remember, Balthier's units (which aie all 
re enemy units on the map except enemy group A) and Ba'Gamnan s units 
.eremv group A) are enemies of each other! As the mission opens, send four 
-- vour Wyverns (with no leader—it's a suicide mission) straight north toward 
- ^ -iier. As the Wyverns approach Balthier, they trigger the appearance of the 
-5 rar ged contingent noted earlier-all 16 of the Sagittarius units spawn 
nto place in two phalanxes, one on each side of Balthier. 



—ediately veer your Wyverns west toward Ba'Gamnan s position. They 
- -• t net far. Yes, these poor flyers will get wiped out by the rain of Sagittarius 
“ arrows, but if they get far enough, 

the maneuver lures Ba'Gamnan and 
his group up the slope. Before you 
know it, it s Bangaa versus Balthier 
in a titanic struggle that seriously 
thins out Balthier's archers while 
eventually eliminating Ba'Gamnan. 



Now gather your force and smash any enemy groups that descend the hill. 
Summon as many melee Espers as possible, then march uphill to take on 
Balthier and Fran if they haven't already come toward your group. Focus on 
Balthier! When his HP drops to zero, you’ve won the mission, regardless of 
Fran's status or how many other enemy units are still on the field. Balthiei is 
still conscious, but you trigger the chapter-ending sequence. 

Watch the stunning sequence that ends Chapter 6, sending Vaan off to a 
strange, unsettling world of illusion. 





















































ILLUSIONS 

WITHIN 

LESREKTA, ISLE OF ILLUSIONS 









Talk to Penelo 


Talk to Llyud 


Approach Battliier and Fran 
Move toward the three A! ratines 
MB22: Monster Melee 
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7-2: Reminiscence 
MB23: Monster Melee 

TTr 

Tell Filo you're ready 
GONE: MB22 Monster Melee 
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7-3: Where the Heart Lies 


GONE: MB23 Monster Melee 


CHITCHAT (BRIDGE) 


Talk to Balthier 


IN: Balthier, Fran 
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CHAPTER 7 COMPLETE 







T63: Battlefield Strah! 
T65: Incentive 
T67: Echo of Thunder 


T64: Comfort Food 
T66: Ordered Qiaos 
T68: Destiny in the Stars 
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After listening to Penelo and the others, 
everything goes dark and Vaan is transported : 
another dimension. Walk through the darkness 
to the left toward Llyud and try talking to 
him; Vaan exits the dark dimension. Next, go 
toward Balthier and Fran to talk to them. This 
transports you to a small floating island called 
The End of Dreams. 

Walk away from the screen and then left towarc 
the three spinning Airaunes. This leads to the 
World Map, and you can move freely around 
Lesrekta, Isle of Illusions. Three new locations 
open up; The End of Dreams (where you just 
were), Illusion's Home, and The Neverwood. 

Try the Monster Melee in illusion’s Home, then 
follow the red Mission Flag to continue the 
main story in The Neverwood. 
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Clear Mission 6-5 and 
at The End of Dreams. 
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Defeat ail enemies! 


All allies must survive. 
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Vaan awakens to find a strange i I 

world stretching out before him. | 

His friends are gone and he's all 

alone. It turns out that Penelo and the others are nearby, split into two groups. 
Llyud believes it to be the land beyond the summoning gates where the Yarhi 
dwell. The goal in this mission is to reunite the friends. 
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Hie only Espers in this mission are Vaan's starting allotment. To compensate 
for this limited battle power, stock your Esper Troupe with a Rank II melee-type 
Esper. Golems are your best choice, as they can resist the Sleep and Confuse 
status effects caused by the M a [boro Bad Breath attack. 



When the mission starts, your allies are broken into three teams that all stall In 
different places on the map. Vaan and six summoned Golems form the middle 
team, with Peneio and Llyud on the left flank and Fiio and Kytes on the l ight. Direct 
each team forward, defeating monsters and gathering treasure along the way, until 
the groups eventually rendezvous. Peneio and Llyud fight through enemy groups A 
and D; Kytes and FHo face B, F, and H; and Vaan faces C, E, and G. When the groups 
reunite, take the rest of the enemies out with your combined force. 

After defeating ail the initial monsters and regrouping your allies in one spot, 
a Great Malboro spawns in and advances. The Great Malboro is a much higher 
level beast than the others on the field. Again, send in your Golems first. Let 
them duke it out while you send your speediest leaders off to scavenge any 
remaining treasure or Material Nodes, 






Clear Mission 7-1, 



• Find Vaan. 

* Alt allies must survive. 
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PART 3: The Missions 
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In this mission, you're limited to four characters: Penelo, Kytes, Filo, and 
Llyud—and you can't summon Espers. You lose if any ally falls unconscious, so 
keep Penelo's Curaga and similar skills on hand to restore HP. Upon reaching 
the upper portion of the screen where Vaan is acting as an Other Unit, you 
dear the mission. 


Ranged foes like the Sylphs can fire through the gates, so when the two Sylph 
trios (enemy groups F and B) approach the purple gates after a few minutes, 
pull your four leaders as far back as possible, out of the Sylphs' range. Next, 
direct Kytes to start hitting each trio with his area attacks: Blizzaga, Thundaga, 
Stonega, and Firaga. Two or three hits on each Sylph trio should be enough to 
wipe them out. 

Now pluck the purple "Curious Flora" and follow the path on the 
Recommended Route map to gather all of the map items before you reach 
Vaan's location. After completing the mission, you unlock another Monster 
Melee, this one in The Neverwood. Complete it if you want, then on the World 
Map return to The End of Dreams. 


You can open the Purple and 
Yellow Cates that block the path by 
investigating the "Curious Flora'' of 
the same color. However, opening 
yellow gates will close the purple 
ones and vice versa. Therefore, 
make sure that you gather up all the 
treasure chests on the way, or else 
you may miss out on a chance to 
open them later. 
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Before you start, here's a tip: Don't open the first purple gate for awhile. The 
reason is because Kytes's magic and Llyud's Jump ability can defeat enemies 
on the other side of a closed gate! Using this tactic, you can wipe out melee or 
flying enemies through dosed gates while taking very little—if any-damage in 
return. At the first set of gates, let Kytes and Llyud eliminate all of the Alraunes 
and Garchimaceras lurking and approaching just beyond the gates before you 
pluck the purple flora to open them. 



Once you can take actions freely at The End of Dreams, move toward the 
three Alraunes. Upon doing so, Filo asks if you're ready to leave. Choose the 
affirmative to travel back to the World Map. There, head for Illusion's Home. 
























































7-3: Where the Heart lies 









Clear Mission 7 - 2 , then visit 1116 End of 
Dreams" area and approach the three Airaune 
to trigger an exchange with Fiio. 



Endure the attacks of the Yarhi, 
Defeat Velis! 

At least one ally must survive. 





After being safely reunited, the 
group hears a mysterious voice 
beckoning them into a place 
called "Illusion s Home, calling 
it "the realm of the mind/' 

Vaan and crew arrive in a place 
teeming with Yarhi. Then a 
person appears before them. It 
seems to be Velis, but... 
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M ission Map: Illusion’s Home (1st Area) 
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Oite Unit veils'after 1:30. 
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Consider loading your Esper Troupe with mostly Earth-element creatures 
because they can resist the Stop status inflicted by the Shivars' Absolute Zero 
ability. Add a flying Esper of Rank II or higher to fight Velis when he appears 
in the form of Odin. If possible, use the Rank HI Mateus. 


The key to success here is taking 
the direct route so as to face as few 
enemies as possible. Numerous 
enemy reinforcements spawn in 
over the course of this mission and 
it's easy to get overwhelmed if 
you try to play a defensive game. 
When the mission starts, open the 
summoning gate to the right of the 
start point and immediately summon 
flying Espers, then follow the 
Recommended Route path to get to 
Veiis as quickly as possible. A lot of 
Espers surround him, so use Kytes's 
magic to destroy as many of them as 
possible and send everyone else in a 
concentrated attack against Velis. 
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After completing the mission, Velis 
reveals the secrets of the aural iths 
and Feolthanos, a startling truth that 
validates Balthiers actions. He calls on 
your party to destroy the final auralifh 
and then he leaves a parting gift for 
Vaan-the great sword Anastasia, 
also known as the Godsbiade, trusted 
weapon of the Yarhi. 

































































After clearing Mission 7-3 
and before Mission 7-4, you 
can't engage in Tomaj's side 
missions or Melee Battles. 
However, you can use the 
structures in the Sky Saloon to 
prepare for the next mission. 
When you're ready to start 
mission 7-4, talk to Baithier 
on the bridge and answer, 

"It's timer 
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Clear Mission 7-3, then talk to Baithier on 

the bridge. 



Defeat all enemies! 

Your sou! crystal must survive. 


After learning the secrets of the auraliths 
in the Isle of Illusions, Vaan's group 
returns to the home ship and reunites 
with Baithier, who now joins your party, 
as does Fran, Just as they decide to trust 
one another again, several squadrons 
of aegyl, their "base emotions" having 
returned, angrily attack the shipl 
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Summoning Gates 


Ail of the enemies in this mission are flyers, so deploy Fran, Balthier, and Kytes 
as leaders and include at least three ranged Espers in your Esper Troupe; 
Shivars and the powerful Rank 111 Shiva are best against the enemy Wyverns. 
You should also include either Filo or Liyud in your leader deployment and add 
a Water or Lightning flying Esper to your Troupe. (Try using Sirens.) Finally, 
you desperately need Penelo for her healing abilities. 



























































































Alien the mission stalls, dismiss all Espers who are not either healing or 
anged units, then summon as many new ranged Espers as possible. Deploy 
them around your summoning gate, and defeat the enemies as they appear. 



However, if any enemies start going 
after your soul crystal, make them 
your priority, Keep in mind that 
the enemy reinforcements come in 
unlimited waves, so you need to 
clear out foes right away to end the 
mission before new enemy waves 
spawn in to attack. 


After the battle, you can read the true history of the aegyl and their so-called 
"gods," the reasons for the barrier of Lemures, and the connection with the 
Cache of Clabados. The urgency of finding and destroying the final auralith 
becomes as dear as the sky above the great sky continent. 

Meanwhile, a great fleet approaches from Ivalice, led by the massive 
Leviathan, flagship of none other than Queen Ashe herself. But before you 
visit Ashe, take a crack at some of the new side missions available via Tomaj' 

notice board, 









































IVALICE 

REVISITED 


IVALICE 
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You must clear the Story Missions at each 
location in Ivaiice before the story will progress. 
In order to play 8-3, you must dear Missions 


8-2A, 8-2B, a 
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8-1: An Irresistible Opportunity 

CONE: The Trodden Past CONE: Rally to the Cause 



Talk to Balthier, Basch, and Larsa 

MB25: Summoner Melee MB26: Monster Melee 
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. missions in any order: 








8-2A: The Secluded 
MB27: Monster Melee 
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8-2 B: Ye Who Rest 
MB28: Summons' Melee 


*JL\A,r Vrv - 


M L U 1 1 J t J I K m [Mi BH i I * J u * i t * J I rkj l 

HIHMHHHHnlBHMHMNHHMHBBHHHRBHHkBBBHHBU 

8-2C: Last Will and Testament 
MB29: Monster Melee 
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Launch the ship 
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8-3: Fiehtine Back Tears 
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\ 8-4: Wayward Soul 

T69: Escape Escapade T70: An Uninvited Invitation 
T71: For a Moment’s Peace T72: Dalmascan Treasure 
T73: Just for Penelo 174: Dance of the Dead 
T75: Flames of Torment T76: Restoring Honor 
T77: Darkening Ootids Gather MB30: Monster Melee 
MB31: Summoner Melee 
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Approach the Leviathan near the 
center of the World Map to trigger 
a spectacular cutscene. After talking 
with Ashe and Basch, you can 
tap the Leviathan to pass freely 
between Lemures and Ivaiice. At the 
same time, new locations open up 
and the new story mission.. 8-1: An 
Irresistible Opportunity, becomes 
available at the Dalmasca Estersand, 



Note that after clearing Mission 8-1, two side missions 
on Tomaj's notice board (‘The Trodden Past" and “Rally 
to the Cause") are no longer accessible. So if you haven't 
completed them already, do so now before you lose the 
opportunity! 
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Clear Mission 7-4 and 
Leviathan. 
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Destroy the enemy soul crystal 

Your soul crystal must survive. 



V- • : 




”, 




Ashe and Basch report that Ivaiice is 
under attack from sky pirates using 
magic stones to control beasts- 

sounds like auracite and Yarhi. They lead Vaan's party into the Dalmascan 
desert for a meeting with a mysterious contact. However, their arrival is met by 
a "welcoming party"... 
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Mission Map: Dalmasca Estersand (1st Area) 
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In addition to the enemies listed here. Djirns, 
Aquariuses, Cacoitis, Sjgitieriuses and Sirens 
will emerge from the enemy summoning gates. 
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Most of the enemies in this mission are ranged or flying units; in particular, 
a tot of tough Rank II Sagittarius and Siren units roam the map. Deploy 
appropriate counter units. Use ranged leaders and ranged Espers with 
Lightning attacks (such as Tiamat, and Kytes with his Thundaga attack) to hit 
the Sirens; utilize 
melee leaders and 
melee Espers (like 
Golems) with Earth 
attacks to counter the 
Sagittarius hordes, 

Note that your new 
party members 
provide some 
alternatives; Basch 
is a melee fighter 
and Ashe is another 
ranged unit. 

The goal is to destroy the enemy's red soul crystal, but if you set your entire 
force to this task, your own blue soul crystal will be exposed. Try sending three 
teams out on offense while leaving two teams behind to protect your crystal. 
For your assault group, a good combination is one melee team, one ranged 
team, and one team of healers led by Penelo. Use one melee and one ranged 
team on defense for your soul crystal, but add a couple of healing units, since 
Penelo will be out supporting the assault group. 




When the mission starts, follow the Recommended Route path isee map) to capture 
the nearby enemy summoning gate to the south, then summon as many Espers as 

possible for your three assault teams. 
Hustle back to your soul aystal and 
defeat any encroadiing foes bent on 
destroying the crystal, then split up 
your groups. Send your assault group 
west to open the distant summoning 
gate and then south to attack the 
enemy soul crystal. 

Upon reaching the enemy crystal, 
thin out the enemy defenders a bit, 
but focus attacks on the crystal. When the red crystal's HP gets low, ignore any 
respawning enemy leaders and hit the crystal with all you've got The moment 
the red crystal shatters, you win the mission! 







After clearing Mission 8-1, you meet the mysterious contact-none other than 
Lord Larsa, the young Archadian emperor who Vaan and crew worked with in 
the original Final Fantasy Xil. Larsa reports that the Judge of Wings has been 
staging attacks across Ivalice. It's time to work together to halt her plans. 


The party returns to the airship's 
bridge to hold an Ivalice strategy 
meeting entitled "Taking Counsel." 
Of the characters on the bridge, 
speak to Basch, Larsa, and Balthier 
to unlock missions 8-2A, 8-2B, and 
8-2C respectively. Balthier suggests 
another trip to the Glabados Ruins; 
Basch speaks of someone in Giza 
Plains with information; and Larsa 
says the Judge of Wings has been 
spotted near the Paramina Rift. 

For purposes of this guide, the 
strategy will be to visit Giza Plains 
first. But before you go there, return 
to the Daimasca Estersand and 
take on the two Melee Battles now 
unlocked there to level up your 
troops and pick up items of worth. 



























































8-2A: The Secluded 
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Clear Mission 8-1 and complete the "Taking 
Counsel" dialogue on the airship bridge. 


■ Seek out the informant. 

■ At least one ally must survive. 
• The informant must survive. 


VaarTs group stops by the 
Giza Plains to meet an 
informant with information 
about someone asking about 
Lemures. The informant 
appears to be a member of 
Rabanastre s city watch, but 
several guards patrol the 
desert. Approach them one 
by one until you find the 
correct fellow. 
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MISS (ON RIGHT AFTER START 



Lots of Infernal Wolves and Atomos flyers appear in this mission, so put a 
flying Water Esper and a ranged Fire unit like the Lamia in your Esper Troupe. 
The leaders you deploy should be mostly flying and melee types, as well. If 


you want to dear the mission quickly, equip Liyud with the Mythril Cloves to 
protect against Confuse status and send him out ahead; Liyud can move from 
soldier to soldier, looking for the right one. 




Every time an ally approaches a Dalmascan Soldier, a dialogue automatically 
begins. The Dalmascan Soldier you need to talk to is patrolling near the 


i, so when the mission starts, 
send Liyud, equipped with the 
Mythril Cloves, straight toward the 
bridge area to dear the mission 
immediately. But if any of the 
Dalmascan Soldiers fa!! unconscious 
it’s Came Over, so move your units 
to quickly dea! with enemy groups 
that are threatened until Liyud finds 
the right soldier. 
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The soldier reports that a beautiful viera (the same race as Fran) was asking 
questions about the sky continent. And her name is quite familiar to the team 
by now... 




















































































: • :B: Ye Who Rest 



ion 8-1 and complete the "Taking 
dialogue on the airship bridge. 



• Defeat alt enemies! 

* At least one ally must survive. 


llie gt oup heads toward the Pa ram in a Rift, where it has been rumored that 
Itie Judge of Wings has been sighted. They find a Nalbina war memorial 
widi Veils s name etched into it. And just as they were told, the Judge of 
’•V-gs appears there, sending a wave of monsters at the group. 
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'1. Leaders other than Bssch start. Fere. 

in addEtion to the enemies listed here, many more Zombies and Vampyrs 
emerge m brief intervals from the enemy summoning gates. 
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The only enemies that appear on this map are melee Zombies and flying 
Vampyrs, so make your leader and Esper deployment consists of flying and 
ranged units, or even just flyers; no enemy unit will enjoy a unit-type match¬ 
up advantage against your flying 
units, whereas melee Zombies can 
do extra damage to your ranged 
troops. Espers such as Wyvems who 
can attack in a wider swath are very 
useful. Also, consider putting Ultima 
in the Rank III slot of your Esper 
Troupe, since Vampyrs and Zombies 
are weak against Holy attacks. 


The objective is to defeat all the enemies, but this map teems with foes and 
many more pop up through the summoning gates all the time. The key is to 
shut down the gates. Follow the path on the Recommended Route map to 
eliminate enemies while proceeding to capture summoning gates. Remember, 
only leader units can open a summoning gate. Since there are no enemy 
leaders on the map, once you've opened a gate, there's no need to worry about 
the bad guys taking it back. 













After winning the mission, you unlock a Summoning Melee in the Paramina 

Rift. Play it to boost your characters levels, then move on to the Glabados 
Ruins. 
















































8-2C: Last Will and Testament 
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Clear Mission 8-1 and complete the 'Taking 
Counsel" dialogue on the airship bridge. 


Find the hidden chamber! 
Defeat the Eider Wyrm! 

At least one ally must survive. 



Balthier suspects that Mydia's 
interest in the Glabados Ruins 
suggests that something 
important is still buried there. 

As such, the group revisits 
the site and discovers a new 
passageway. To find the hidden 
treasure, you must travel 
through a series of locked doors 
guarded by jealous keepers. 
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Summoning Gates 

Ally 0 

Neutral 0 

Enemy 0 

Soul Crystals 

Ally N/A 

Enemy N/A 
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Open yellow gate 
Open green gate 
★ Open red gate 



you can't summon Espers during this mission, so you must rely on your five 
Leaders. Almost all of the enemy Espers in this dungeon are Fire creatures that 
suffer from Water weakness, so equip your leaders accordingly. You also face 



many melee units, so deploy both 
Fiio and Llyud as leaders. Be sure to 
deploy at least one melee-type leader 
(Vaan or Basch) to take down the 
powerful, ranged Eider Wyrm who 
appears at the very end. The Elder 
Wyrm is susceptible to Fire attacks, 
so equip your melee leader with an 
appropriate weapon. 










There are three colors of doors on the map: Yellow, Green, and Red. To open 
the doors, you must press switches of corresponding colors. Hie switch 
locations are shown on the Switch Diagram in this section. Other than the Elder 
Wyrm, the enemies won't attack the party directly until you approach them; try 
to lure a couple forward at a time to fight smaller groups. After defeating each 
wave, take some time to restore your party's HP before moving onward. 


When you encounter the Eider Wyrm, let your melee leader |Vaan or Basch) 
take the lead but get everybody involved in the fight. Make sure Kytes flings 
his area spells, starting with Firaga (since the Wyrm is weak versus Fire). When 
the huge beast finally falls, you win the mission. 
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Unfortunately, the treasure has already been pilfered. However, Baithier 
and Fran find a fascinating inscription in the stone, forming a message that 
reveals new depth to the story of Feolthanos and the mysteiious Mydia. 



Sates T Switches 

Opened by pressing either switch #1 or #2 
Opened by pressing either switch #3 or #4 
Opened by pressing switches #5 and #6, then #7. 


After clearing Missions 8-2A, 8*2B and 8*2C, the patty ends up on tire ait ship s 
bridge "Taking Counsel" again. After the meeting, tap the Ship Menu and 
choose "Launch" to trigger a conversation and unlock the next story mission 

destination in Bervenia. 

Now you can travel to complete the new Monster Melee available at the 
Glabados Ruins. After that, head northwest to the newly opened location, 

Roda Volcano. 


8-3: Fighting Back Tears 




3 : ree of the 3-2 missions, then launch 
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Reach the top of the volcano! 
At least one ally must survive. 


Map that Kytes and Filo found in the Glabados Ruins marks Roda 
ano. To gain some understanding of the Judge of Wings, the gioup 
js toward the volcano, home of the Feoi Viera, 
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Every enemy on the map is weak 
against the Water element. Other 
than healing units, you should be 
able to stock your entire Esper 
Troupe with Water-element Espers. 
Also, the strongest enemies on the 
map are the ranged Red Wyrms and 
Fire Drakes, so include a Rank II or 
higher melee Water Esper in your 
Esper Troupe. 









If your characters are leveled up above 40 and you've equipped them prope*. 
it's quite possible to systematically fight along the linear route to the location 
flagged on the overview map, defeating enemies as they come and opening tne 
treasure chests along the way. Although enemy units won't appear from the 
enemy summoning gates, capturing the gates lets you summon more Espers -: 
augment your army. If the Leviathan is in your Esper Troupe, summon him f - 5 - 


Fiying units can cross over places that ranged and melee units can't. It is 
possible to get your flying leaders directly to the mission goal very quick!’, 

and without fighting 
any enemies; just 
follow the Alternate 
Route shown in this 
section. However, th s 
method ignores the 
treasure chests, so if 
you want to gain those 
items, take your allies 
across the cave to 
the destination in the 
normal way, 
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• At least one ally must survive. 


After making it through the 
volcanic cavern, the group 
reaches the Feoi Warren, the 
Village of the Exiled, where the 
strange-Iooking tribe of viera 
once lived. There, they find the 
Judge of Wings laying waste to 
the last of the Feol Viera... 
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Not only are you fighting Chaos and Mydia in this mission, you'll also face 
unlimited waves of their minions. Remember, each summoning gate you open 
increases your Affinity and lets you increase your Esper force. Check out the path 
on the Recommended Route map in this section; you want to capture all three 
of the map s summoning gates so you can summon as many Espers as possible 
for the boss fight at the end. Until you capture all three gates and then work 
your way back to the first one, keep summoning ranged Espers to fight off the 
relentless waves of Bombs and Wyverns and to match missiles with the Lamias 
that keep coming. 


Aside from the Alraunes and Mydia herself, all enemies in this mission are weak 
versus Water-element attacks. Flying Wyverns and Bombs are especially common 
in this mission, so put the ranged Water unit Shivar (and Shiva too, if possible) 
into your Esper Troupe. To prepare for the battle with Mydia, include a Rank II 
flying unit in your Troupe as well, preferably the Siren whose Water attacks will 
be effective against other enemies. As for leaders, use Kytes for his powerful 
Blinaga attack; it makes fighting big groups of Bombs and Wyverns much easier. 






PART 3: 

The Mission: 
































































l^sn you're ready to face Mydia, quickly dismiss your ranged Espers except 
; • , ■ soe and Kytes can fend off any stray enemy flyers down the home 
rrr.ch Meanwhile, summon flying Espers to fill the openings in your ranks, 
re* make your final move on Mydia. 

y our leaders safely back and let your flying Espers lead the assault. 

. St any quickenings that become active immediately-don't hold back now! 
f,: _. e deployed Filo, use her Power Snare. If you've deployed Basch, use 
-. : : :ectga to minimize the damage done to your own party. Otherwise, 

dimmer away and keep summoning replacement Espers from the nearby 
stfi. Keep the pressure on Mydia until she finally falls, then watch the long, 
teartbreaking backstory... 
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When Mydia's chapter-ending tale ends, the party returns to the World Map 
with a new location unlocked: Eternity's March, in the skies above Lemures. 

You also unlock a batch of new side missions on Tomaj’s notice board, plus two 
new Melee Battles, both at the Feol Warren on the western edge of Ivalice on 
the World Map. Play what you can to level up your characters; you want your 
leaders' levels to be in the low to mid 40s before starting Chapter 9. 
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After clearing Chapter 8, Eternity's March appears at 
the top left of the Lemures World Map. If you enter this 
area, you move to the Keep of Forgotten Time. 

(If you want to return from there, simply move to the 
“To Lemures" area.) Tap on the down arrow to land 
outside the Keep, then enter the Gates of Shattered 
Time to start the chapter. 
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Clear Mission 8-4 





* Defeat all enemy leaders! 

* At least one ally must survive. 

Thanks to Mydias help, the way 
to the Keep of Forgotten Time, 

Feolthanos s great fortress in the 
heavens, has been opened. Vaan 

and the others enter the gates of this fortress to settle things once and for all. 
But the captive spirits of fallen aegyl warriors stand in the Keep s gateway. 
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In addition to the enemies listed here, Chocobos, Cactcids, 
Ixions, Raiden 5 and Cu Shhs will emerge from the enemy 
summoning gate. 
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In addition to the enemies listed here, Oiotodos, Qctotds, 
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Mission Map: Crates oi Shattered Time (3rd Time) 
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- tonsists of four back-to-back battles. Each time you clear the 
I|ec time tvarps and the party is tossed bade to their starting position on 

e but with a new set 
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*=s and a slightly different 
ter-, of summoning gates. In 
e you face a mix of enemy 
so you'll want a good mix 

■ .our Esper Troupe. 

- II Earth-element flyer 

- ; "os to hit the enemy 

■ fi are weak versus Earth; 
tong Fire-element melee unit 

■ : asa to counter enemy Cu Sith and Cactoid ranged units, which are 
■ : sus Fire; and unleash a strong ranged unit with Earth-element 
-: tie Cu Slth (or better yet, the Rank Hi Hashmal) to take on the 

Raidens and the tough aegyl leaders. 

i a!! of the enemy leaders in one battle, the next one begins 
:e . After you defeat all enemy leaders in the fourth battle, you win 
is on. Although it’s four separate battles, you can use the same basic 
each one. In general, you want to start by gathering around the 
: . e summoning gate and summoning a full complement of units. 

- gate against the first group of enemies, then start targeting groups 
ae gy| leaders. Keep summoning new units and make sure 

is filled to capacity. 



At the start of each new battle, the placement of summoning gates cha ~ges ard 
the number increases, but your starting position and number of Espers tv i revert 
back to the same as when the mission began-any Espers you summoned ait ny 
the last battle disappear. Again, start out on defense at an open gate anc rebuild 
your force with new Espers as you fight off aggressive enemy attackers. 

It’s important to use your quickenings! You should have several big spells in your 
group's arsenal by now. A good time to utilize an area effect quickening attack like 
Vaan’s Pyrodasm or Kytes’s Nature's Wrath is when you first approach an aegyl 
leader. E3di enemy aegyl is usually surrounded by five strong Rank It troops. 

Target the leader with the quickening; not only will he suffer damage, but his 
surrounding minions will be decimated In one good shot This lets you swoop in on 
the weakened leader and take him out quickly, then move on to the next one. 







When you finally make it through the fourth battle and eliminate the aegyi leaders, 
the entry to the Keep of Forgotten Time is unlocked. Enter to continue the story ; r 
take some time to explore side missions to level up your characters a bit 









































9-2: Creator of Darkness 




• Defeat Feoithanos! 

• At feast one allied leader must survive. 


After relieving the lost aegyl of the 
curse forcing their souls to battle 
endlessly, Vaan's group proceeds 
toward the Throne Room. There, 
they meet Feoithanos, who shows 
them a disturbing vision of warfare 
and slaughter and then summons 
anima-starved enemies from 
outside the Keep to join him. 
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There are two powerful Rank III flying Espers this mission, Mateus and Chaos, 
so start by putting a Rank 111 ranged unit in your Esper Troupe. Try using 
Tiamat because Mateus Is particularly weak versus Tiamat's lightning attacks. 
Add a melee unit and a flyer in your 
two Rank II slots. For example, use 
Raiden (flying) to hit the enemy 
Sahagins and Cuchuiainns (both 
melee) with Lightning attacks, plus 
your own Cuchuiainns to launch 
Mater melee attacks against the 
-anged Belias, who is weak versus 
Water. Other unit combinations can 
work too, but this is the one that 
.■. ill work best. 

.M en the mission begins, capture the two nearby summoning gates, then stay 
put near the second one and lure enemies to your group for a short while. (See 
- path on the Recommended Route map for a good approach.) Next, move 
refeat Belias in the center of the map. You want to save Feolthanos for last; 
fc -jnately, he won't move from his spot until you approach him. 

After defeating Belias, Mateus appears near the center of the field. If your party 
s - jrting, simply withdraw to one of your summoning gates as you summon 
Tz --'orcements and Mateus wiii follow. When you defeat Mateus, Chaos 
ears in the same spot in which Mateus appeared. Defeat ail these enemies 
*Rj-oat drawing near Feolthanos, open all the other summoning gates, then 
* _ .our full force against Feolthanos. 


































































Clear Mission 9-2 
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It turns out that the “battle" with Feolthanos was 
but an illusion. The group once again enters the 
Keep of Forgotten Time, this time looking for the 
real foe. But the true identity of Feolthanos, who 
has existed for thousands of years, is a shocking 

surprise... 
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The strategy for this mission is fairly straightforward. Many enemies appear 
here, but none of them are super powerful, especially if you face each wave 
with your group massed around a summoning gate. Before you start, put 
ranged units with large area-attack abilities in your Esper Troupe; any 
elemental property works. Shiva 
is a good choice for your Rank III 
slot, and Kytes is a good leader 
here with his Biizzaga and other 
area attacks. Give yourself a good 
unit mix because the enemy force is 
very balanced, deploying Diaboios 
(flying, Balasa Goblin (melee), and 
Shivan (ranged), plus quite a few 
Carbuncle healers. 


Most of the enemy units track directly to your position within minutes, so 
just open one of the nearby summoning gates and wait for foes to approach. 
Of course, this tactic requires some patience and takes a while. If you want 
to dear the mission faster, take control of both gates to cut off the enemy s 
summoning flow, then move to the spot in front of the Feolthanos auralith 
where the three waves of enemy reinforcements appear. There you can finish 
off each wave as quickly as it appears. 


iflpri 


In addition to the enemies listed here. Goblins, Shivan, Balasas, Diaboios and Carbuncles will appear 
from the enemy summoning sates 


1 1, Appears after you defeat all enemies., or after two minutes, 

-2 After enemy reinforcements A appears, B appears once you defeat all enemies, or after four minutes, 
'3, Once enemy reinforcements B appears, C appears after you defeat all enemies, oe after six minutes. 
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Defeat Mydia! 

At least one ally must survive 


Clear Mission 9-3 


After eliminating the Esper hordes, Vaan and the others try to convince 
anima. Feolthanos, transformed by his years of feeding on auracite, refi 
brings back the illusionary form of Mydia to fight them. 


BASCH 


FILO LLYUD BAITH1ER FRAN 


VAAN PENELO KYTES 


UNITS 


DJ1NN 


MYDIA 


Leader 


0 Melee 


Qj Melee 


QUETZALCOATL 


S3 Melee 


Q Ranged 


Q Ranged 


Minerva Bustier, Grand Helm, Auracite x 2 




\ 

p 

L 




PAR 

Game 

T 2: 

> Basics 



PAR 

tUq JL 

I OB n 

M, 

— V 

\'*m- 

< 1 

LI ■ 

fli^sions 

[i^ 1 i 


jM r 



112 

































































































■ M 


i ssi on 




?ep of Forgotten Time — Feolthanos, the Last Auralith 
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This is a very tough fight. Several tough squadrons of flying Raidens populate 
this mission, so add a high-ranked ranged unit to your Esper Troupe. The 
Rank II Cu Sith, who inflicts Earth damage, is a good option; use him to hit 
the Raiden where he's weak. Mydia and the Tonberrys are melee units with 
no special elemental weaknesses, so deploy a flying Esper of any element; try 
using Chaos, who can stand toe to toe w th dia for a while, providing the 
crucial extra seconds you may need to take he r down. The melee Cuchulainn is 
good for countering the Lamia and her weakness versus Water. 

Make sure your leaders are properly equipped to cotime - V..: = 5 minions. 
Equip Llyud with his Mythril Gloves to grant immunity to the Confuse status 
dealt by enemy Lamias. Also, make sure Kytes siings - 5 Ear'-a-ea are Is ike 
Stonega at the enemy Raiden swarms. 


IT.men the mission starts, follow the path on the Recommended Re.:; ~ a: 
r this section to open three of the five summoning gates. IYou can: 
mer of the last two without drawing Mydia toward the group 7 - 
■ a y engage enemy group J, turn ail your focus on Mydia. Again. s~ea 
»<er. tough opponent, so unleash any of your leaders' quickenings t 
appear and keep your leaders (especially your healer, Penek ? : 

fctsnce. Let Chaos and your other Espers do the bulk of the fighting m : ■ 
r 7 ng and summoning new units. 
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GAME FLOW 


These three missions occur in rapid succession. 
Mission 10*3 is actually two missions in a row; the 



of his enemies in 




After completing the Story Missions, you unlock 3 special 
4 Deep Dungeon that offers hours of challenging bonus play. 
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When you finished Chapter 9. you unlocked a new 
location in the Keep of Forgotten Time called the Well of 
Whispered Oaths. Enter the Keep; Penelo asks if you're 
ready. If you choose "I’m good to go!", the final missions 
begin. If you choose the negative, you return to the 
World Map, If you open the Pause Menu at any time 
during 10-1, you can still return to the World Map. If 
you return to the Keep of Forgotten Time after that, you 
start at the beginning of your last uncompleted battle. 



10-1: Waiting in the wings 



• Capture the summoning gates! 

• At least one ally must survive. 


Vaan s party moves beyond the 
Throne room to a strange, da^k 



landscape deep inside the Keep. 

Vaan suggests it might be some kind of reflection of Feolthanos's anima. But 
suddenly, lots of Yarhi emerge from summoning gates. The best option is to 

close those gates! 
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Crowds of Espers cluster around the enemy summoning gates, so deploy 
Leaders and Espers with large attack areas. You also need a powerful 
Lightning-element flying Esper in your Esper Troupe to counter Leviathan. 
Raniuh, a Rank 111 flyer 
with large area attacks, 
is almost custom-made 
for this mission. Put 
him at the vanguard of 
your forces once he's 
summoned, and always 
send him in first against 
ihe Leviathan. Keep in 
mind that even after you 
sefeat Leviathan, he'll be 
summoned again. 

As for specific mission strategy, it's pretty simple: just move counter-clockwise 
round the field and open the enemy summoning gates in the process. 

Watch out for enemies approaching from behind! It's easy to get caught in a 
irgerous pincer attack. Watch the overhead map carefully. Whenever you see 
- -mies sneaking up on your rear guard units, turn and wait for them, defeat 
tm, then move on to the next summoning gate before more foes appear. 













































































Clear Mission 10-1 


Destroy the enemy soul crystal! 
At least one ally must survive. 





Vaan s group seals the 
summoning gates and 
proceeds deeper into 
the Keep. In the next 
chamber, you run into 
powerful new foes- 
ancient members of the 
aegyl race summoned 
by Feolthanos to halt your advance into his inner sanctum. A soul 
crystal keeps them constantly reanimated; unfortunately, your 
party doesn't have its own crystal. 
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PART 3 1 The Missions 
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MISSION WALKTHROUGH 





All the enemy leaders here are aegyls-hence, flying units, Add in the Diabolos 
and Garchimaceras and you will see a lot of flyers in this mission. Thus, it's 
dear you want plenty of good 
ranged Espers; put the Rank II 
Lamia in your Esper Troupe. But 
if you deploy only ranged units to 
counter the flyers, the battle against 
Odin at the red soul crystal will be 
extremely difficult. 

Odin is a Rank IN melee Esper, very 
powerful and lethal versus ranged 
units, so you need good flyers, too. 

Start by putting Chaos, your Rank ill Fire Esper, in your Esper Troupe. It’s not a 
bad idea to deploy both Filo and Llyud amongst your leaders and add Wyverns to 
your troupe. The Wyverns match up well with the aegyl leaders, especially Phea 
and Euma, both of whom are weak versus Fire. Odin has no elemental nature or 
spedal weakness, so Fire attacks work as well as anything against him. 

Right after the mission starts, enemy group B will make a move on the neutral 
summoning gate to the right of your starling point. Defeat enemy group A near 
*.he gate, then defeat group B and capture the gate, then head northeast and 
rapture the next summoning gate. After that, simply follow the Recommended 
Route (see the map to the right) to rack up big EXP bonuses before you dive 
*:o the final story mission. If you want to quickly dear the mission, just travel 
■p the right side of the map, then head directly to the soul crystal. 


The battle in front of the soui crystal will be a rough 
one. Send your Rank HI Esper in front of your group to 
act as a shield. 



RECOMMENDED ROUTE 



{T) Defeat enemy 
groups A 
and Band 
capture the 
summoning 
gate, then 

w 

summon as 
many Espers 
as possible. 



( 2 ) Capture this 

gate; indeed, capture all of the summoning gates as you proceed 
(T) Defeat the enemies in the area, then destroy the soul crystal. 
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10-3: Revenant Wmgs 
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• Defeat Feolthanos! 

• At least one ally must survive. 

(2ND PHASE) 

• Challenge Feolthanos! 

• Vaan must survive. 


-v. 


Feolthanos lies in wait in the Keep's inner sanctum. Transformed into a Yarhi, he is a massive three-part 
monster-his torso is Feolthanos Medi and his two arms are Feolthanos Dex and Feolthanos Sinis. You must 
defeat Medi to unlock Feolthanos s anima, as well as to free the animae he's stolen from all those poor souls. 
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1 !. Fedtiianos Medi s allscks deal melee damage. 

‘2. Leve; 75 if you've cleared 100% of the game's missions. 

"3. Caries over Into 2nd phase of bailie from when Feolthanos Medi is defeated 
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: Keep oi Forgotten Time (1st Phase) 
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' 3. Appearances stop after FeoSthanos Sim is defeated. 
'2.. Appearances stop after Feolttianos Dex is defeated 
’3. Appears when Feoitfisnos Medi teaches 50 G > HP. 
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~>is ssion consists of two successive phases of battle. The first is against the 
g an Feolthanos. TTie only minions that appear here are non-elemental melee 
Wng Wraiths and the great flying beast Bahamut, so put two flying Espers 
in your Esper Troupe (one Rank 111 and one Rank II) without worrying about 
their elemental properties (try out Chaos and the Wyvernh Next, fill up your 
remaining slots with healing and support units, 



I::: ■:" i an nov. you've leveled up your characters, consider deploying Filo, 
- "s and Chaos as your front row assault group, with Penelo and 
: 2 ~_'C 2 :-r - d-row healers and Kytes or any other ranged leaders/Espers 
- support positions. If Basch has the Apocalypse Shield quickening 

r. ist definitely deploy him; set his Protedga spell as his 
. = - ; ■ e ;U- cy ou Keep him safely behind the front row, with Penelo 


Dismiss the Espers that originally spawn in with Kytes and Basch and use the 
regained Affinity to summon more Wyverns. The idea is to summon Chaos and 
as many Wyverns as possible into Llyud s and File s flying groups, Remember, 
you can put up to eight Espers in each leader's group. 
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During the battle s first phase, Feolthanos s body acts as three separate 
entities. His two arms, Dex and Sinis, not only fight but summon Wing Wraiths 
from nearby summoning circles. iNote: You can't capture these circles.) To 
advance to the battle’s second phase, you must defeat Feolthanos's torso 
head (Feolthanos Medl), but leaving either of his two arms "alive" and still 
summoning their reinforcements can make the battle extremely difficult. 

Defeat the arms first to reduce the flow of Wing Wraiths onto the field. Of the 
two arms, target Feolthanos Dex first (the one in the upper left) to put a stop 
to its Condemnation attack, which damages all your units at once. After KO ing 
an arm, you eliminate its nearby Wraith-summoning dree Just to be clear, 
here's what happens when you destroy each of the body parts: 


DEFEATED PART NAME RESULT 


Torso 

Feolthanos Medi 

Proceed to 2nd Phase of battle. 

Left Arm 

Feolthanos Sin s 

Ener \ : • 

fcresments A slop spawning 

Right Arm 

Feolthanos Dex 

Enemy t abatements B slop spawning 
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" :Feolthanos Medi you must climb the long central staircase. Send 
. assault group (Filo, Llyud, Wyverns, and Bahamut) up the stairs first, 
:ee 3 iing any Wing Wraiths along the way, then start hitting the monster s 
: eoithanos Medi won t do anything until his HP reaches 50%, but at that 
■ ‘L he smacks you with a lethal double whammy. First, he summons the 
-g Bahamut and then, after about 30 seconds, he unleashes his withering 
Faithless Cry attack. 

































When Bahamut appears, immediately pull back downstairs to get as many 
of your troops outside the Faithless Cry attack radius, if you have Basch's 
Apocalypse Shield available, wait about 30 seconds and then trigger it to 
nullify the Faithless Cry effects. Otherwise, many of your units, if not most, will 
get caught in the mega-attack and be KO'd or severely damaged. If this occurs, 
summon new units immediately. 



Tty' to get some healing done despite 
Bahamut's pursuit. (This is a great 
time for Penelo's Dance of Rapture, if 
it's available; it restores full HP to all 
friendly units on the field.) Next, send 
your assault group of flyers forward 
to attack Bahamut, making sure your 
healers don't get caught up in his 
killer Megaflare attack. 
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After defeating Bahamut, ascend the stairs with your attackers once again. 
Important; Don't send your healing or support units up the stairs, too! Plant 
Penelo, her Carbuncle group, Basch, and Kytes just to the side of the platform. 
That way, Penelo and crew can continue healing and Kytes can fling Flare 
and other magick attacks onto the platform without being caught in the 
Feoithanos's Faithless Cry blasts. 


The second battle starts with Vaan fighting alone, without any Espers or allies, 
against Feoithanos's man-like form. It’s extremely difficult to defeat him, but 
when Vaan’s HP reaches 50 : c. your allies will appear as Guest Characters, 
restore all of your HP, and then the final fight begins with nine allies against 
Feolthanos. In the meantime, you want to get in some good shots at him. A 
good tactic is to employ Vaan's Steal Speed, Steal Defense, and Steal Power 
abilities to weaken Feolthanos. 


Retry Options 


Mercifully, if you get KO d during the second phase of Mission 
10-3, you return at the start of the second battle, not the first 
However, if you exit all the way to the World Map, you must 
re-fight the entire mission from the first battle again! 


WOID THE SI 


Although your allies rearr-a 1 you sti control only Vaan. If Vaan's HP runs 
out you lose the mission, even if the rest of your allies are healthy. When your 
allies appear and the ban e sta cs anew -eoithanos unleashes his Shining Ray 
attack to strike a wide area of the field. Avoid it by using Vaan's Sprint ability 
to escape the attack's field. 

Keep Vaan out of danger: if his HP starts running low, puli him back and leave 
the battle to the Guest Units until Vaan gets healed up. When Feoithanos's HP 
reaches 10% or lower, you trigger the ending. 
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If you have 100% of ail missions completed going into Mission 10-3: Revenant 
Wings, the enemies that appear during the first battle are ail Level 99 
monsters. (You don't have to be Level 99 yourself, but you should be at least 
at 65 or 70.i The primary strategy in this case shouldn't change from what 
was described previously, but the damage you receive from enemies will be 
much higher. Move your healing units to a safe place, and let Bahamut and 
the Wing Wraiths come toward Vaan. If your flying units get easily decimated 
by the enemies, then level up in Melee Battles for a while and return to give it 
another go. 


HOW TO ML.Til AT LEVEL 99 















































TOMAJ S 
NOTICE 
BOARD 
HUNTS 

-s you play through the game's main story, you will 
0, entually unlock a series of side missions, [mown as hunts, 
available via Tomaj's notice board on the bridge of your 
airship. iYou can also access these hunts from the World Map 
by tapping the Tomaj button at the bottom of the screen.) 
These are technically "optional" battles, but if you successfully 
complete them you gain many valuable items, powerful new 
Espers, the aurarite you need to form pacts with them, and 
lots of EXP for leveling up your characters. 



Note that there are four types of hunts, each associated 
4 with a different icon on the Select a Mission screen: 
Monster Hunts, Treasure Hunts, Sky Pirate Hunts, and 
Rare Monster Hunts. You unlock them by progressing 
through the main story and, occasionally, by completing 
other tasks. Be sure to engage in conversations around 
your airship between missions and keep ordering new 
weapons at The Forge! These activities sometimes spur 
Tomaj to post new bills on his notice board. 



T ML 




1 i II 


AalMPaW** 






Art Antiion infestation has overrun the Bosco Pampa. Rumor has it that some evil 
sky pirate is behind it ail. Vaan and the others arrive on the sky island to clean up the 

buggy mess. 



Mission 2-4. 


* Defeat all enemies! 

• At least one ally must survive. 
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LEADER UNIT 
DEPLOYMENT 


VAAN 



PENEL0 KYTES 






LLYUD BALTHIER 
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ASHE BA5CH BACGAMNAN 
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GNOAM YELLOW WYRfW^RS 

:*&'■Q I Q Flying : Q fl Ranged 
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OBTAINABLE ITEMS 


Tempestblade, Auracite x2 


Cherrywood Stick (75°, b), Cherrywood ^ (jne 
Log (25%) 







Summoning Gates 

Ally 0 

Neutral 0 

Enemy 0 


Soul Crystals 

Ally N/A 

Enemy N/A 
















































































;- -e 16 enemies that appear on the field, over half of them are melee-types. 
Ar fighting melee enemies, let Filo and Llyud lead the assault, but replace 
fen with Vaan and Kytes when ranged Yellow Wynns loom ahead. 

e -astest route to completing the mission is shown on the Recommended 
; : jie map. There are no summoning gates, so restore your allies HP at 
aiing Points when they get low to keep your stalling quota of Espers as 
ealthy as possible. 
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Tomaj’s Mission 47: Once Bitten, Twice Shy 
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Hearing that sky pirates are laying siege to the afegyl throughout the continent, Vaan and the others head out to save 
them...only to find the aegy! turning on them! Your task is to stop the violence by sealing the enemies summoning gates. 



Mission 2-4 
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At least one ally must survive. 
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LEADER UNIT 
DEPLOYMENT 

WX UNITS: 5 ) 


VAAN PENELO KYTES FILO 


1: 


%n% i f 



LLYUD BALTH1ER FRAN 


i 




ASHE EASCH BA'GAMNAN 
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ECYL QUESTRiST 

LD. Q Flying 
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AECYLBRUTE 



0 LD. Q Flyi 
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l Q Flying 

%> Q 6 Q 0 
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Detonator, Auracite x2 i 

Mythril Nugget (75%), Mythril Ore (25%) 

None 



























































































































Summoning Gates 


Ally 

0 

Neutral 

1 

Enemy 

3 

Sou! Crystals 

Aliy 

N/A 

Enemy 

N/A 

FP 

5 

0 0 
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in addition io the enemies listed here, 
Cnorobos end Raidens will emcige from 
the enemy summoning pies. 




including the leaders, most enemies on this map are flyers, so stock up on 
ranged Units. Deploy ranged Earth-element units against the Raidens and 
melee Earth-element units against the Sagittariuses, If you don’t have pacts 
with Earth Espers yet, then don't deploy Espers with a Lightning weakness. 

There are four summoning gates on the field. If you open them all, you clear 
the mission. First, capture the summoning gate to the upper left of your 
starting point and summon tots of ranged Espers. Then use advantageous 
combinations when fighting each enemy type, and open ail the enemies' 
summoning gates. After defeating enemy groups A-E and when only enemy 
group F remains, note that a lot of Chocobos will enter the area. Summon as 
many flying units as possible, then dose the final gate. 








Monsters have appeared in the Fane of Gucuma Qul, making it impossible to reach the Way to the Auracite. However, 
Yarhi typically don't enter the Fane. Could this once again be the work of sky pirates? 




Clear Mission 2-4. 
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Defeat all enemies! 

At least one ally must survive. 
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; FLAN _ 

[ Q Melee 


STORM WOL F jgj 

[[ Q Melee 






Y E LLO W WYRM BB 

II Q Ranged 




ATOM OS 







OBTAINABLE ITEMS 


’.Tie's Robes 


Sturdy Bone (75%), Blood-darkened Bone (25%) 


None 


Mission Map: Fane of Gucuma Qul (Way to the Auracite) 
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Inscrutable Bones 
(Small Bone) 

Bone Chips (67%) 
Sturdy Bone (22 n .o) 
Blood-darkened bone 
(11%) 
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Umpid Crystal 
(Storm Shardi 
Storm Stone (67%) 
Storm Magidte 
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Green Flan x4 





Storm Crystal (10%) 
Storm Gem (1%) 


Inscrutable Bones 
(Timeworn Carapace) 
Insect Husk 167%) 
Ichthon Scales (22%) 
Ancient Turtle Shell 
( 11 %) 
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There are numerous hostile melee units on this field, so deploy both of your 
•lying Leaders, Filo and Llyud. The enemy deploys three types of Rank 1! 



: ement ranged Esper. The other two enemy types are weak against Earth so 
■ .it Earth-element melee and flying Espers in your Esper Troupe, too. 
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.Mike in Story Mission 2-3, here the Fane's gates are already open; you don't 
•:.e to hit any switches to proceed. Move through the corridors, scavenging 
r - Material Nodes on your way to the central plaza of the Fane. You can 
srd your full force against the melee-type enemies, but don't deploy any bad 
t, : :n-ups against the Yellow Wynns and Atomoses. 


When you reach the central plaza, you will encounter a mixed group of melee, 


you'll likely suffer severe casualties. Instead, draw out the Yellow Y.'yrms anc 
pick them off one by one. After doing so, attack the remaining Atomoses with 
ranged units and use flying units against the Green Flans. 
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The sky pirate wlio summoned the Antiions on the Bosco Pampa is traced back to the Fane of Gucuma Qul, To protect the 
peace of Zephyr, the Windward Isles, Vaan and the gr oup must bring this "scofflaw" to justice. 


Clear T46, T47, and T48. 


Defeat ail enemy leaders! 

At least one ally must survive. 
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WHITE-CLAD SKY PIRATE 

Ranged 


NEARSIGHTED ARCHER HEADHUNTING SKY PIRAT: 




LD. Q Ranged 
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GOBLIN 
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1500 Gil, Medallion of Water, Auracite x3 


Earth Magicite (75 ; :, Earth. Crystal (25"o) 


None 
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In addition to the enemies listed above, 
White Mores Goblins, Salamanders and 
Sagittariuses will emerge from the enemy 


summoning gates. 
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- emy forces have no flying units but plenty of ranged units, so deploy your 
- - ;e-type units. Manage the unit match-ups carefully! When you face enemy 
i ied units, keep your flying units at a safe distance. If enemy melee units 
= - oach, pull back your ranged units and send your flyers after them instead. 

in the mission starts, defeat the leaders in order of proximity to your 
siing location. You shouldn't be forced to fight any large enemy contingents, 
c.j this should be fairly easy. After you eliminate enemy group F, ignore enemy 
: sups C and H and head straight for enemy group I s leader to take him out 
quickly with your full force. 


Tomaj’s Mission 50: Baubles and Banditry 
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Sky pirates are attacking the aegyl ancf forcing them into slave labor, gathering auracite on the Kisne Rise. Vaan and his 
party must defeat the thugs to liberate the aegyl. 
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Clear Mission 3-5. 
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Destroy the enemy soul 
Your soul crystal must survive. 
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Q LD. Q Melee 
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IE 


vjT 

iJ? 


LD. Q Ranged 



GOLEM 
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OBTAINABLE ITEMS 




2400 Cii, Fire Crystal, Pure Silver, Maplewood Log Auradte Ichthon Scales (75%), Ancient Turtle Shell (25%) 


None 
















































































































Limpid Crystal 
(Water Shard) 

Water Stone (67%) 
Water Magidte 
( 22 %) 

Water Crystal (10%) 
Water Gem (1%) 


Qiocobo) 

6 

Sennonicai Sorcerer 
Csctoid x4 

Garrulous Gunslinger 
Cadoid x3 





Cu Sith 

V. 


mgguii 



Cu Sith x2 


Altea, Aviator 
Cu Sith x3 


The most troublesome of the enemy Espers is the Golem, who not only nas 
high HP and Defense, but can inflict the Immobilize status effect. Put hying. 
Fire-element Espers into your Esper Troupe to deal quick damage to Golems, 
Wyverns are your best choice, but if you haven't formed a pact with them, the 
Bomb s "Explode" ability can deal significant damage to Golems. Many other 
enemy units are also weak against Fire on this map, so deploy melee and 
ranged units with Fire-element natures. 

Four enemy summoning gates are on the field, with enemy leaders and Espers 
guarding each one of them, Take your full force from gate to gate, capturing ail 
of them. You may want to split up your groups and send just a small force aftef 
enemy group B so the rest of your team can guard against enemies making 
a run at your soul crystal. Note that the Garrulous Gunslinger's basic attack 
can cause Confuse status, which will cause your units to attack one another. 

If a unit with high Attack or M-Attack gets inflicted with Confuse status, use 
Penelo's Esunaga spell to remove it as quickly as possible. 
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Getting a lead on some rare materials, Vaan and the others quickly head off to grab the treasure, only to find tf* 





teeming with Espers. Can the team retrieve the treasure safely? 
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iar Mission 3-5 


Gather the material (Lustrous 
At least one ally must survive. 


LEADER UNIT 
DEPLOYMENT 
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OBTAINABLE ITEMS 
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None 


Maplewood Stick (75%}, Maplewood Log (25 c b) 


None 
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To complete this mission, you must harvest four materials from the Solid Stone 
(Lustrous Metal) Material Node at the farthest point of the field, Hie map 
contains a variety of melee, ranged, and flying enemy Espers, so fill your Esper 
Troupe with a matching variety. Make your melee and flying Espers Fire-element 
and your ranged Espers Earth-element to strike at the enemies' weak points. 

There are two other Material Nodes on the map besides the Solid Stone. If 
you're not in a hurry to clear the map, you can stop by them to take their items 
as well. Just know that very powerful enemies prowl this map. You may want 
to try an all-out sprint across the map to the destination node, with your flying 
leaders scavenging the Solid Stone while your other forces screen off pursuer s. 

Tomaj’s Mission 52: Harmony in Discord 


While the single Minotaur that patrols the map doesn't pose much of a threat 
on his own, if he spots you, he'll call all his buddies from enemy group H to 
attack! Although a powerful group can take all of them at once, it is wise to 
pull back to where enemy group A is located, wait for the Minotaur to finish 
his patrol, and then make a run for the Material Node. When plotting your 
course to the Solid Stone, check where the Minotaur is located at all times and 
pull back into safer harbors as necessary. 






A larse number of wild Yarhi have invaded the Auralith’s Cradle at the Fane of Tehp Qui. What s causing this 
phenomenon? The answer is unknown, but Vaan s group is determined to dispel the Yarhi. 
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Clear Mission 3-5. 



• Defeat all enemies! 

At least one ally must sun. ive. 


LEADER UNIT VAAN 
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OBTAINABLE ITEMS 


Goblin Pouch, Auracite x2 


Malachite (75%), Emerald (25%) 


None 
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The Green Flans and Ice Drakes on this level are weak against Fire, while all 
other enemies are weak against Lightning. Deploy Espers that take advantage 
of these weaknesses; however, if you have only Rank I Fire and Lightning 
Espers, add a Rank il Esper regardless of element. (If you can summon a lot 
of Rank II Espers, you can defeat the enemies with tittle trouble,) Deploy a 
balanced set of melee, ranged, and flying leaders. 

The path through this map is linear and you'll run into a lot of enemies. Use 
your full force to take out enemy groups one at a time. However, note that the 
ranged Ice Drakes have the Frost Breath attack, which can deal huge damage 
to multiple flying units if they're all clustered together. Hold back your flying 
units until you defeat any roaming Ice Drakes. 
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Someone is violating the sacred ruins of the Shadow of Paharo. Hearing the sky pirates refer degradingly to the aegyi as 
"swine sends Vaan into a rage. Time to eradicate the pirate scum...starting with their leadership. 





Clear Mission 3-5. 

(Note that this hunt cannot be played after Story Mission 8-1 is cleared.) 



Defeat all enemy 
At least one ally must survive. 
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APPRAISING SKY PIRATE 
LD. Q Melee I; 

6 



UNSAVORY WARRIOR 




V A AV. 








R 

1 

n 

N 

*- 

W 


Flying 





Me]ee 



B LD. Q Melee 

6 






Q Ranged 

aficfla 



LD. Ranged 

6 







RAIDEN 


m r 

FfLLraifgBi 

■ ■ "jp , 





‘g 


%> 



Flyini 

«B# 


DJiNN 



I Q Melee 

OH60C 



OBTAINABLE ITEMS 
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3200 Gil, Terra Earrings, Auracite x3 Storm Magidte (75%), Storm Crystal (25 : b) 


None 
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Mission Alap: Shadow of Paharo 
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Eeastlord Fell 
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Summoning Gates 
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Neutral 

Enemy 

Soul Crystals 
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Enemy 
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fn addition to tire enemies listed here, Djinns, 
Garctiimateas, Ixions, Lamias, end Raidens wi 
emerge tram the enemy summoning gates. 
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PART 3: 

The Missions 



The Lamias on the enemies' side will use their Entice ability, which inflicts 
the Confuse status on your troops. Make sure to deploy Penelo, who can cast 
Esunaga to cure all status ailments and add Lightning Espers like Ixions, who 
resist Confusion, into your Esper Troupe to be safe. Work your way across 
the map from summoning gate to summoning gate, eliminating each leader 
and capturing the gates. Don't forget to slip a fast leader away to open each 
treasure chest, too! The goods are well worth it. 
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if you save enemy group G for last, it can be difficult to 
get past them to grab the Water Crystal from the final 
treasure chest, indulge your inner completion 1st by using 
Kytes's magic to lure the guards away from the chest, 
then send a fast unit like Vaan in to snaa the contents. 































































































































Penelo asks if the group can fetch a cooking ingredient she wants, however, it's located on a small a d iMl 
:Io promises to make herself useful by flying over the water to get it 



Complete Mission 5-4, then talk to Peneio in 
the Sky Saloon. 
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Filo must survive. 
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Storm Gear, Auracite 


Aquamarine (75%), Sapphire {25%) 


tI jvn 

None 



p: Isshu, Jewel of the Skysea 
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Water Stone (67%) 
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Summoning Gates 


Aliy 

0 

Neutral 

0 

Enemy 

0 


Inscrutable Bones 
(Solid Carapace) 
Destrier Barding 
(67%) 

Lamia Scales (22%) 
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Aside from the Great Tortoises, all enemies on this level have Lightning as then- 
weakness, so fill your Esper Troupe with lots of Lightning-type Espers. There 
are lots of melee units, so unleash your flying Raiden if possible. The Sea 
Currant that you seek can only be reached by flying units, so to ensure that F;io 
makes it there safely, deploy Llyud and a strong contingent of flying Espers to 

accompany her. 
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If you want to gather all of the Materials in the mission, move around the 
field counterclockwise to hit ail the Material Nodes. If you don't care about the 
Materials and you have the proper troop assortment, just press the X button to 
select all units, tap on the Sea Currant plant to send everyone there, and wait 
for the mission to finish on its own. 
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The destruction of the 


skysea reveals a previously submerged Fane similar to the one on the island's surface. Vaan and the 


group 


must work alongside the aegyl to repel the invading sky pirates from the Fane. 




> 


(This hunt cannot be played after Mission 8-1 

is cleared.) 


* All the aegy! must survive. 

* At least one ally must survive. 


LEADER UNIT 
DEPLOYMENT 




VAAN 


PENELO 



KYTES 



FILO 



LLYUD BALTHIER FRAN 

ill 


ASHE BA5CH 



C- 

FLFETFOOTED NINJA 

LD. Q Melee 


UNITS 


IOVELOR N WAR MAG E 





□ 

LD. Q 

Melee 

E 

0! 

W 

— 

a 

— 


FRAUGHT FUSILIER 

LD. Q Ranged 

0 


ALRAUNE 


SALAMANDER 







1 Q Melee 





I Q Ranged 

J&rflcQoflc 


1 •’ •— 


BALASA 


CU SITH 


Eg/- ^ 


& 



a 



Flying 

6 


|0| 


I 



II Q Melee 

oBdBo 


’R 



El Q Ranged 

#QoQ# 


SHARMA, VOLUNTEER 

winii 


Flying 

£ 



AEGYL PARTISAN 

_ ——— — 

G. Q Flyin 
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5c : Stone 
lustrous Metal} 
jrchalcum Crains 

!67*fo) 

Orichaloim Nugget 
( 22 %) 

Orichaloim Ore 

m%) 


Strange Liquid 
(Viscous Fluid) 

Green Liquid 157%) 
Yellow liquid (22%) 
Silver Liquid 111% 



Summon :ng Cats 

Ally 0 

Neutral 1 

Enemy 3 


Soul Crystals 

Ally N/A 

Enemy N A 



2 2 0 


Muruc Manna 




In addition to the enemies listed here, Alraunes, 
Salanders, Bombs, Balasas and Cu Siths will 
emerge from the enemy summoning gates. 


/ 




Most of the enemy Espers here are weak against Water. Melee units are quite 
numerous, but the enemy's ranged and flying units are tough as well. Place 
both Shiva and the Shivars in your Esper Troupe, if they are available. If you 
don't have pacts with those Espers yet, add Shivans instead. Include Carbuncles 
in your troupe as well to keep the aegyl Guest Units from getting KO c d. 


When the mission starts, the first thing you should do is capture the neutral 
summoning gate, and then summon as lots of ranged Espers. Next, move 
through the rest of the level, defeating enemies and scavenging Material 
Nodes. The aegyl follow after your group, so don't worry about keeping up 
with them (keep an eye on their HP, though!. 

After you get past enemy group C, you’ll run into a lot of dangerous enemies that 
can pose a serious threat to your Guest Units, including Bombs with their deadly 
Explode attack and the ranged Cu Sith of enemy group F. Defeat these foes as 
fast as possible. Salamanders, also a big threat to your Guest Units, will emerge 
regularly from the summoning gates, so try to capture the gates right away. 
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Tomaj has received some information on the location of the legendary Material "Everburn.' Somewhat dubious, Vaan and 
the group head off to fetch it at the supposed location. There, they find exactly what they're looking for-and a lot more. 
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Clear Mission 5-4, then talk to Cu Sith after 
forging 12 items. 


s 



• Acquire the Everburn! 

• At least one ally must survive. 
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LEADER UNIT vflAN 
DEPLOYMENT 


% 


J 



PENELO 

@ 


FILO LLYUD 8ALTHIER FRAN ASHE BASCH 

( 





RED FLAN 




I Q Melee 

oficBo 


CARCHIMACERA 

gmsF 





INFERNAL WOLF 

Ms'ee 



006 a 



FIRE DRAKE 

II 

a 


WWERN 


UNITS 





11 Q Flying "H 

dO^Hd 


OBTAINABLE ITEMS 
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Everburn 

Everburn Essentials (100%) 

None 



Limpid Crystal 
(Fire Shard) 

Fire Stone (67%) 
Fire Magidfe (22%) 
Fire Crystal: 10%) 
Fire Gem (1 %) 




Inscrutable Bones 
(Massive Bone) 
Tyrant Bone (67%) 
Wyvem Bane (22%) 
Wynn Bone (11 %) 




«■ 


W 

Strange Liquid 
‘Volatile Compound) 
Bomb Cinder 167%) 
Bomb Shard (22%) 
Bomb Crank (11%) 


Red Ran x3 


Garchsmacera x3 


-- 


Summoning Gates 


Ally 

0 

Neutral 

0 

Enemy 

3 

Sou! Crystals 

Ally 

N/A 

Enemy 

N/A 


lit UEdl\C 

Wyvem 


Garchimatera <; 
Wyvem x3 


Everburn 
Everburn (100%) 




Fire brake x5 
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Wyvem x6 







Muruc Manna (T) 


In addition la the enemies listed here, Red Wynns, Garchimaceras, Infernal Wolves, Fire 
Crakes and VVyvems will emerge from the enemy summoning gates. 












































































~H< is 2 'fiery mission; other than the Garchimaceras, all foes here are weak 
- s: ;ie Water element. In particular, you face a lot of ranged Fire Drakes, 

. : -Jtely include Rank I Sahagins or, better yet, Rank II Cuchulainns in your 
Esper Troupe. 

the Recommended Route path if you want to get all of the Materials 
-mission; otherwise, just open the nearest summoning gate and proceed 
: eng the right side of the map. When you get into a fight with Fire Drakes, 
tndraw your flying units because they're at risk against these deadly ranged 
:- ■ sts. The rough terrain makes it easy for your flyers to get too far ahead of 
■ e test of your party, so keep an eye out for the Fire Drakes. 





A beautiful scion has appeared at the Dais of the Auracite in the Fane that was discovered in the skysea. The group reaches 
the Dais only to find the High Seraph, Ultima, bringer of life and death! 



* At least one ally must survive. 


LEADER UNIT 
DEPLOYMENT 

1AX UNITS: 5) 


VAAN PENELO 1 KYTES 


'>1 






|M 


l‘ = Mandatory) 


FILO 


LLYUD BALTHIER FRAN ASHE BASCH 


i 







UN STS 


BOMB 


& 



I Q Flyi 

cE& 





a 


WHITE HARE 

PSO 1 I 


Ranged 


< r • 





D 


BALASA 



Q II Q IVleiee 

oMcRo 



FIRE 



II Q Ranged 

oH^Qo 


ULTIMA 


rjy 

M 

B 

mm 

HI Q 

Ranged 

Q 

8 

w 

-- 

R 

-- 


BTAINABLE ITEMS 


_ ; Auracite 


Fire Magicite (75°b) ( Fire Crystal (25%) 


Dance of Rapture (Penelo) [Quickening], Ultima [new 
Esper unlocked] 
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Summoning Cates 

Ally 

1 

Neutral 

2 

Enemy 

0 

Soul Crystals 

Ally 

N/A 

Enemy 

N/A 

FP 

Q 


* i Starts to move when on l y tivo 
enemy groups remain. 


Dais of the Auracite) 


The only objective in this mission is to defeat Ultima, but she possesses the 
powerful area-effect “Eschaton" attack, making her very tricky to defeat. Put 
powerful Rank II and 111 Espers into your Esper Troupe to match her. Numerous 
enemies here are weak against Water, so use the Rank 111 Esper Leviathan, if it is 
available. Tills mission is "tough on flyers, so don't put many into your force. 


Once the number of enemy teams has been reduced to a certain number, all 
of the remaining enemy groups, including Ultima, will start moving toward 
your group. Bearing this in mind, follow the path on the Recommended Route 
map in this section. Summon Espers at the first two gates, then dismiss your 
ranged Espers and summon as many melee-types as possible. If you take too 
long trying to mop up Ultima's minions, she'll nail your group with Eschaton 
multiple times, plus more enemy reinforcements will arrive. So focus al! of 
your attention on Ultima, using continuous barrages of magick and skills to 
finish her off as quickly as possible. 












































































PART 3: The Missions 




OstuJ the Veiled Isle has appeared, thanks to the shattering of the skysea. There, the great Cod of the Skysea, Leviathan, 
-ra^es in anger over the destruction of his domain. 



* At least one ally must survive. 


LEADER UNIT 
DEPLOYMENT 

AX UNITS: 5 ) 



VAAN 



PENELO 



KYTES 



FfLO 


LLYUD 


BALTHIER 


FRAN 


ASHE 


8 ASCH 


UNITS 


AQUARIUS 



Q 1 

D 

Flyi 

mg 

[06 

w 

0 

R 1 

_ 

6 1 


ICE DRAKE 


CUCHULAINN 


LEVIATHAN 




Ranged 

C06 


BUM f ■»—r 




II Q Ranged 

6 Bo 






Q Melee 





III Q Melee 






OBTAINABLE ITEMS 











Pressurizer, Auracite 

Cora! Brandi (75%), Pearl (25% 

f 

None 



Mission A lap: Oghu, the Veiled Isle 
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Rime Wand 
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O % 

Limpid Crystal sg 


Storm Shard) 

Storm Stone 167%) 
Storm Magicite 
( 22 %| 

Storm Crystal (1 1%) 
Hm Gem (1%) 
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Inscrutable Bones 
(Furry Hide) 

Rabbit Pelt (67%) 
Coeurl Pelt (22%; 
Beastiord Pelt [ 11 %) 


1 j“f- 

w - • 


Aquarius x3 
ice Drake 




Sparkling Stone 
(Glistening Shard) 
Cora! Fragment 
(67%) 

Coral Branch (22 c bi 
Pearl (11%) 


Soul Crystals 

Ally 

Enemy 


N;A 

N A 






Odvertc <D 



In addition to tire er-er 5 here, 

Sti vans, ce C'skgsand C..r. = 2, l ~ya 

ttog £rn£TY SLL—n e 






Cuctiulainn x2 

Cuctiulainn x 3 7 Shivan x3 



H Ice Drake 
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K. 
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MAP DATA 

Summoning Gates 

Ally 0 

Neutral 0 

Enemy 2 
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MISSION WALKTHROU 
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Most of the treasure chests and Material Nodes on this map are off the path 
that leads to Leviathan. To gather goods most efficiently, separate your flying 
and non-flying units into two separate groups and follow the path on the 
Recommended Route map in this section. 

Numerous enemies in this mission, including Leviathan, are weak against 
Lightning attacks, so make your Esper Troupe selections based on Lightning 
Espers. Deploy both Filo and Llyud along witii an assortment of powerful flying 
Espers to keep them safe. One good option here is the Rank M Raiden ot, even 
better, the Rank III Ramuh, if he's available. These units will be helpful not just 
in the fiaht against Leviathan, but also against the nasty Ice Drakes. 


Remember that fiyu 
water which esssnt 


Uf f 


3JJ 

Leviathan will cppr 

_lcaF Uit: U i Hll utdb 


O 


f \ 


N 


RF COMMENDED ROUTT 


l. When your full force readies this point, open the summoning gate and summon flying Espers into 
groups with Filo and Llyud. Send your fivers along the light blue route; send toe rest of vour units 

along the dark blue route. 

V? 

2 H 9 V 0 both a roup 5 collect items and dsttsat sn^niics 3lon^ tins ivay, then r^^dezvous here. 


3 Open the summoning sste here 3nci restock 3fiy flying Espeis you may 
4, Wait for Leviathan to come after you and defeat the beast 


-save sost ounng me journey. 



Tomaj’s Mission 59: That Left Behind 


i r v 




u 


.VAU 
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in accordance with Penelo s wishes, the group revisits the campsite where they spent time as castaways after the skysea 
collapse only to find greedy sky pirates there scavenging for treasure. To stop the pirates from desecrating this memorable 

place, Vaan and the others must hunt them down. 



*1 



Clear Mission 5-4. 

(This hunt cannot be played after Mission 6-5 is cleared.) 





At ieast one ally must survive. 


LEADER UNIT 
DEPLOYMENT 


VAAN 


•Mt’ 


PENELO KYTES 

Nan 

b> 


FILO 


SS*S 



LLYUD 





GYRO, SANDSAILOR 

Melee 






o 


GOBLIN 



Melee 

oQ# 




STUMPLEGCED 5EEQ 
■lD Q Ranged 

_ JDJ 

SHiVAN 

H I Q Ranged 

QuQo06 


OVERZEALOUS SKY PIRATE 
LD. R Melee 



STEALTHY SKY Pi RAT 

FI ld. Q Melee 







VttVi 





CU SITH 




H Q Ranged 



Q Flying 


kUH 




UNITS 


TIME PIP.ATE _ 

LD. Q Ranged 




CARBUNCLE MEj 
Q II n Ran 



























































































































UNABLE TEMS 


- 




Coeuri Pelt (75%), Demonlord Pelt 25% 


00 a, Oliver Staff, Auicicite x3 


None 
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Fill your Esper Troupe primarily with Fire Espers like the Rank III Ifrit and 
Rank II Lamias and Wyverns. The only summoning gate you really need to 
open is the one near enemy group A in the center of the map. Keep in mind 
that if you want to hit 100% completed missions, you must complete this hunt 
before you clear Chapter 6. 


Tomaj’s Mission 60: Materialistic 
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A rare Material that Tomaj has long coveted has been sighted in the jungle of an uninhabited island. Vaan and the others 
ffek deep into the jungle to grant Tomaj's request to find it. 


5-4 


then 


talk to Tomaj in the Sky 


Gather the materials for Tomaj! (Precious Orel 
At least one ally must survive. 


KYTE5 


BASCH 


PENELO 


FILO 


LLYUD 


BALTHIER 


FRAN 


ASHE 


T .zi- iz Liquid 
■ js Fluid) 

Green Liquid (67°/oJ 
- ; iv Liquid (22%) 
saver uquid [11 %) 


JspMl 

Overzealoi 
Pirate 
Goblin x5 


Stealthy Sky Pirate 
Carbuncle x2 


vtS ' n'- L'| 


sir* 






.*■ 


■ • 


* 


w 


Xs-Jk 


rs 


.. 'V 




- 


} w 


















*nv 


L , 








■ 




Inscrutable Bones 
[Furry Hide) 
Rabbit Pelt t67--• 
Coa l Pei: 22 ; 
Demonlord Pei! 


w 


Virgin Limber 
(Smooth Wood) 
Cedarwood Chips 
(67%) 

Cedarwood Stick 

( 22 %) 

Cedarwood Log 

(l i %) 


Summoning Gates 

Ally 1 

Neutral 0 

Enemy 4 

Soul Crystals 

Ally N, 

Enemy Nr 


Foraging item: Maiden's Cap 


in addition to the enemies listed here, Goblins, Shivans. Cu Siths, 
Diabaloses. and Carbuncles will emerge from the enemy summoning gates 


LEADER UNIT 
DEPLOYMENT 
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o 


UNIT: 


AQUARIUS 

l 

6 


GNOAM 





Flying 

^ Q C) 



Q > 0 Flying 

#DoD# 



ARCTIC WOL F 

El Q Melee 

6QoQ6 




ROCK WOLF 




II 

© 



Melee 

oQ$ 


EARTH DRA KE WBl 

H II Q Ranged 

«DoD« 



OBTAINABLE ITEMS 


None 


White Cold (75%), Pure Cold 15' - 


None 
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Summoning Gates 


Aliy 

0 

Neutral 

0 

Enemy 

0 

Soul Crystals 

Aliy 

N/A 

Enemy 

N/A 

FP 

V 
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o 


Maiden's Cap 
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Most enemies in this mission are weak against Fire, so put together an Esper 
Troupe of primarily Fire Espers. Your foes are a mix of meiee, ranged, and 
flying Espers, so deploy leaders of all types and the battle should go well. 

Also, deploy Kyies with the Goblin Pouch if possible; it will allow you to 
automatically acquire another Precious Ore of middle-grade or higher when 
you clear the mission. 

It takes a while to travel all the way to the Solid Stone Materia! Node where 
you'll mine the Precious Ore, but the route to it is linear, so resign yourself to 
the long slog. Defeat the enemies and their reinforcements that appear and 
scavenge the other Material Nodes as you pass them. Just remember to protect 
your flyers from the Earth Drakes. The mission ends after you gather four 
Materials from the Solid Stone node. 

















































































: □aj's Mission 61: The Sword in the Shell 




H 




Esmna 


Ahs,se tortoise has been spotted with a legendary sword stuck in its shell. Realizing that there is no safe way to retrieve l-JL« 

sword otherwise, the group sets out to defeat the armored beast. 



R 



Mission T54, then speak with Penelo in 
re Sky Safoon twice. 



Defeat the Aspidochelon! 

At least one ally must survive. 


LEADER UNIT 
DEPLOYMEN T ,» 

1AX UNITS: 5 ") B 


VAAN PENELO KYTES 


fWI 


§ 

Jh 


F1LO 

f 

I 


LLVUD BALTHiER FRAN 

'7T 


ASHE BASCH 





gj 



“O - 


UNITS 


BLUE FLAN WKSk 

I Q Melee 

6B#06 


GREEN FLAN 



% 




, D 

Q 

Melee 

p®i 

W| 

oQ« 


BLUE WYRM 




II Q Ranged 


EARTH DRAK E Hgj 

^ D 11 D Ranged 


ASPIDOCHELON 




II Q Melee 

0 



v 


OBTAINABLE ITEMS 


Earthsabre, Aura cite 


Demon Taii (75- ni, MaJboro Vine (25-;-•) 


None 























































































































The only objective here is to defeat the Aspidochelon, who isn't very far from 

the starting point. After some time passes, however, he'll start retreatin 0 

deeper into the map, so continue to attack while pursuing him. Accordingly 

you should fill your Esper Troupe with fast-moving Espers, such as Jxion for 

melee units, Cactoids for ranged units, and the powerful Rank III Ramih as 
your flying unit. 


The Aspidochelon has high HP and Stamina stats, so it takes a iong time 
to KO him. Keep dealing damage to the fleeing tortoise while defeating the 
other enemies in the area. Once he runs into the midst of enemy group [ 
Aspidochelon will wait there for three minutes before he starts moving aea • 

Use magick or Vaan's Quickening (if he has it by this point) to clear out the 
massive group of Earth Drakes quickly. 


^ is method isn't always reliable, but it will work. If you don't care about the 

Mateiials and just want to clear the mission quickly, move your units one bv 

one to form a solid wall around the Aspidochelon. By holding him in place ar.- 

concentratmg all your attacks on him at once, you can defeauhe Aspidochelon 

m no time at all. If you can't surround him, keep moving to the upper-right to 
cut off his escape route. K s 
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lission 5-4. 



Defeat Hashmal! 

At least one ally must survive. 


LEADER UNIT 
DEPLOYMENT 

© 


(MAX UNITS: 


VAAN PENEIO KYTES FRO 


p'*t> 


& 


(* — Mondaiory) 



n 

A 


LLYUD* BAETHIER FRAN 

f'rS, 





ASHE 

«4l 


BASCH 



o 


SAHAGIN 


mm 

S iQ 

Jd 


I QMetee 


"V 


6 y # 0 6 


GREEN WYRM 

™ II H Ranged 

#OoB#l 
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OBTAINABLE ITEMS 


GOLEM 

ifflYHSTIpfi 

IB 




Q Melee 

©000# 


SHI VAR 



UNITS 


hashmal 



— . 

i . i ,,p _ ■— ■_ _ ' _ 


Osseous Torque, Auracite 

Aquamarine (75%), Sapphire (25%) 

Fanfete (Uyud) [Quickening!, Hashmal [new Esper unlocked] 
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The Mission 
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ission Man: Zawaua Raim 
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Maiden's Cap 



Sparkling Stone 
(Blue Gemstone) 
Lapis Lazuli (67%) 
Aquamarine (22%) 
Sapphire (11 %) 



§ / 1 


usm ig/ 

Solid Stone 
(Brilliant Ore) 

Pink Silver (67%) 

White Silver (22%) 

Pure Silver (11%) 



ijji 

flSNp 





Summoning Gates 

Ally 

Neutral 

Enemy 

Soul Crystals 

Ally 

Enemy 


0 

0 

0 


N/A 

N.'A 


FP 



0 


0 


0 



"ng : • . enemy wpes that appear in this mission are ranged or melee; Hashmal 
. : ■ w; : So deploy melee leaders (Vaan and BaschJ who aren't at a 

: > • against anyone on the field, plus at least one flying leader (Fiio 

;a n • e upper hand against the ubiquitous Golems. Almost all the 
■ - • - : - -: - against Fire, so put two or three Rank II Fire Espers in your 
a ong with a good Healing unit like the Carbuncle. 

ere :nis mission by just going directly after Hashmal, you il 
•.. ■ :e: and overwhelmed by his minions. To avoid this grim 
"t :rw. on the Recommended Route map instead. Be cautious 
- - no summoning gates in this stage, so you can't 

os Isoers. 



RECOMMENDED RC 


v, 


(great enemy group A and scavenge the Solid Stone node, 
allow the route shown and defeat enemies along the way. 

group G and scavenge the Sparkling Stone node 


nom 1 


i uefeat the Golems in enemy group 1 using long-range 

j cj r cj cj O 

attack Hashmal directly 


> W*''" V-V-:<,<•. 
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Upon hearing from Nono that the Strahl is in danger, Vaan and the others hustle to defend Balthier s ship. There, they see an 
aegy! warrior being attacked by wild Yarhi! Being the kind of folks they are, the party immediately jumps in to the rescue. 




Clear Mission 7-4 and T56, then talk to Cu Sitli 
after forging 22 items. 



Defeat all enemies! 

At least one ally must survive. 




LEADER UNIT 
DEPLOYMENT 


VAAN PENELO 
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FI LO 


AID BALTHIER FRAN ASHE BASCH 
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& 


i 


<0 


QUETZALCOATL 


UNITS 


STORM WOLF 


ANIL! ON 




IS 




I Q Ranged 

#Hg0# 






Melee 





Q $> Qq 





ATOM OS 

Q II Q Flying 

•Boll# 





THUNDER DRAKE 

II ^ Melee 

0 0Q 
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OBTAINABLE ITEMS 


1 S [ Jis I l wl H 

Sky Amulet, Auracite x3 
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Earth Magidte (75%), Earth Crystal (25%) None 


•. Vi - ■ - 

f/k. 
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Summoning Cates 

Ally 1 

Neutral 2 

Enemy 0 


Soul Crystals 

Ally 

Enemy 


N/A 

N/A 


FP 
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0 






















































































































■ 2 Enemy melee units appear on this map, including a reinforcement 
■ - .chopping 18 Antiions that start filtering rapidly onto the map 

t~-' srrroximately two minutes, so choose leaders File and Llyud and put 
: r fi ,ers in your Esper Troupe. To correspond to the enemies elemental 
:• "-rsses, use ranged Fire Espers, and Earth-type for your melee and flying 
i If possible, it's wise to place one of the Rank Ml Espers, either Titan 
: Exodus, into your troupe as well. (If you’ve made Pacts with both Titan and 
E; odus, then go with Exodus.) 


When the mission starts, there aren't many enemies on the field but after 
a short time reinforcements begin to arrive. Summon mostly flying Espers 
from the summoning gate near your starting position, then as you reinforce 
your air numbers, head to the bottom-left side of the field. Aside from a few 
Quetzalcoatl ranged units (easily defeated with Kyles s magick your flying 
force should dominate the field. 

Capture the neutral summoning gate midway down the field and summon 
more flyers. You'll need a substantial air force to counter the swarm of Storm 
Wolves, Thunder Drakes, and Antiions about to arrive! Keep Uyud, Filo, and 
your flyers in the forefront to tear through these enemy melee units. 
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To raise morale after the latest round of battles, Tomaj divulges some information on a new source of food. Car a and 
the group gather the ingredients to try out delicious new recipes? 




■■ 




Gear Mission 7-4 and T16, then talk to Penelo 
twice in the Sky Saloon. 


■ Gather the too 


$! (Cockatrice 
At least one ally must survive. 
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Speed is essential in this mission, so equip Vaan with his Sprint Shoes. Most 
of the enemy Espers that appear during this mission are weak against Earth- 
element attacks, so fill your Esper Troupe with Earth Espers, especially strong 
melee units to counter the ranged Thunder Drakes and Tiamat You should also 
include one flying leader and some Atomos Espers to deal with all the enemy 
Fian and Tortoise melee units. 


You can drastically reduce the time spent on this mission by using movement- 
increasing abilities such as Vaan's Sprint or Flio's Clide ability. After clearing 
out the tower end of the area near the purple arch, let Vaan sprint or Filo fly 
directly to the Cockatrice Eggs. Fling your other troops up the river valley right 
behind to support and draw attention away from the egg seeker. 


This mission is completed when any of your leaders nabs the Cockatrice Eggs 
near the upper waterfall. When the mission starts, open the treasure chest 
near the starting point to get the Ninja Gear, then send your entire allied force 
along the path to get the Cockatrice Eggs. 





Tomaj has learned of a rare Material idea! for forging powerful new weapons, discovered in the Ymir QuI Underground. 

He convinces Vaan and the others to check it out. However, it turns out the aegyi consider the Material a treasure and they 
guard it jealously. 



MISSIONS’ PREREQUISITE 

Clear T63, then talk to Cu Sith, Master Artificer 
after forging 31 items. 



• At least one ally must survive. 



















































































PART 3: The Missions 
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To dear the mission, you need to scavenge ail four Materials from the Solid 
Stone i Ephemeral Ore) near the easternmost waterfall on the back cliff wall. 
Send your full force along the path illustrated on the Recommended Route 
map, defeating enemies and picking up the items along the way. When fighting 
the Lamias, lead with your Ixions. Also, since there's a chance your leaders may 
fall in battle, send all of your allies to the Ephemeral Ore at once to speed up 
the scavenging rate. 
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Tomaj’s Mission 66: Ordered Chaos 


The group learns about an aegyl force assembling amidst the soaring peaks of Arda preparing to attack Ivalice. Using 
auracite as payment, they've hired a group of mercenary sky pirates to work with them. Vaan and crew head toward 
Auralith's Cradle to put a stop to this madness. 



♦ Your soul crystal must survive. 
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OBTAINABLE ITEMS 


10000 Gil, Artemis Bow, Auracite x2 


Water Magiciie (75%), Water Crystal (25%) 


None 





















































































































AK1 5Mhe Mission: 







**r ■■ 


In addilion tc the eriemies listed 
hers. Ramoras, Shwars, Diabcloses. 
Carbundes and Shiva will emerge from 
the ffismy summorng ^tes (only one 
Stv.'Jc car ta cr tie ff:c a: a time 


Mdwe the Capricious 
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Most of the enemies in this mission are flying or ranged units, so add one Rank 
[| or higher melee and one ranged Esper to your Esper Troupe. Also, make 
these choices Fire Espers to deal heavy damage to the Fire-weak enemy Espers 
(Shiva, Shivan) and a couple of the sky pirate leaders. As with your Espers, 
your leaders should be primarily fiying or ranged. 


At the start of the mission, send your flyers out to capture the nearby- 
summoning gate to the northeast. Once that gate is open, immediately 
summon lots of ranged units to defeat approaching enemy groups A and B; 
each is a squad of flying Diabolos led by a sky pirate, Now send your full 
combined force to hit the enemy soul crystal. The powerful enemy Shiva may 
appear from the summoning gate at the far left side of the field, but just focus 
on destroying the soul crystal. 


Tomaj’s Mission 67: Echo of Thunder 
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group to stop it! 




;ar Mission 7-4. 


Defeat Shemhazai! 

At least one ally must survive. 
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Besides the Antiions and Vampyrs, all of the other Enemy Espers—including 
Shemhazai-are weak againsi Earth attacks, so make sure your flyers are Earth 
Espers. Shemhazai and most enemies in the early going are melee-types, 
hut then the hordes of reinforcements that arrive later are primarily flying 
Vampyrs. So a good move is to put both a Rank II and a Rank III flying Esper 
n your Esper Troupe; flyers have the upper hand versus the early melee units 
an: they match straight up versus the Vampyrs later. If you can deploy both 
the Rank III Exodus and the Rank II Atomos, you'll be in very good shape. As 
for you' leacers. make sure you deploy Filo and Llyud (flyers), who are strong 
against melee enemies. Set Kytes s gambit to Stonega. 


The enemy defenses are tough in either direction, but perhaps just slightly 
lighter on the left side of the field than on the right. When the mission starts, 
take the left path to the summoning gate and capture it. Quickly dismiss ail 
your Espers other than flyers and healers, then summon lots of new flying 
Espers and attack Shemhazai. Even if enemy reinforcements show up during 
the fight, just ignore them and keep the pressure on the scion! 
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.estigate a rumor that a star has fallen near Gugoza Falls, Vaan and his party return once again to the uninhabited 
d of Tswarra. There they find Exodus, another scion with the power to shake the foundations of the earth itself. 
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Defeat Exodus! 

At least one ally must survive. 
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Dancing Queen, Battle Suit, Auracite 


Destrier Mane (75%), Dragon Whisker (25%) 


Gaze of the Void (Ran) [Quickening], Exodus [Esper unlocked] 
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Rank !l Espers of all types are scattered a!! around the map. Prep for them by 
putting your own Rank II Espers of all three types in your Esper Troupe. To 
match up with enemy weaknesses, pick Fire Espers as your melee and flying 
units (Balasa and Wyvern), and choose a Lightning Esper for your ranged unit 
(Sagittarius). Keep a balance amongst the three unit types for your leaders 
as well. Don't forget to add Penelo, as healing will be very important in this 
mission, because there are no summoning gates. 


Since there are no summoning gates, you must make it through with jusi your 
five Leaders and your initial Esper deployment. If you want to scavenge ail 
three Material Nodes, prepare for a lot of tough fighting, as attacking either 
of the innocuous-looking enemy groups C or I will bring the wrath of eight 
Malboros. Make sure you pinpoint where the Maidens Cap Foraging Points 
are located, and run for them if you get overwhelmed and your healers can t 

keep up with the damage. 


Upon reaching Exodus you may want to defeat a few of the nearby Sirens 
and Malboros to make the battle a iltiie easier. Since Fran is a mandatory 
deployment in this mission ,: _ can use her long-range attacks to get in some 
good shots before the,, even reach your party. Next, descend on the Malboros 
with your flyers while Fran turns her attention to the deadly Sirens, 

Don't waste too much tirn= c :* , ;nn *£ the herd. At some point, you must turn 
your group's full fury on Exodus and ignore any remaining hostile* around him 
(if Vaan or Kytes has stored up a M s: ye this is the time to use it). Keep 

Fran and your ranged units prc:cciec si" - they II inflict the most damage on 
the flying Exodus. 
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The group finds Rikken's gang, whose fate was unknown after the Muruc Cahuac Skysea was destroyed. Rikken 
challenges Vaan's party to a 3-on-3 test of strength and Vaan agrees. But the "3-on-3' turns out to be somewhat 

misleading... 




Mission 8-4. 
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Rikken, Elza, and Raz! 
At feast one ally must survive. 
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You can deploy only three leaders against Rikken's gang and you cannot 
summon Espers. Rikken is a melee unit, Raz is flying, and Elza is ranged, so 
pick any three leaders of these types for your team, Since Rikken, the most 
powerful of the group, has Water-eiement attacks, make sure that none of the 
leaders you deploy is weak against Water. 

Rikken's gang is spread out on the map and roaming monsters complicate the 
matter. Send all your units out together and take out Raz on the right first, then 
target Elza on the left. Rfkken will start moving toward your position, so it’s difficult 
to gang up on Rikken and Elza separately. The key is to be leveled-up enough (try 
level 50 or soi to fight them, and equip your party with your most powerful items. 


There's also an alternate approach: If your characters are around level 50, 
deploy Vaan, Kytes and Llyud. Send Vaan after Elza, Kytes after Raz, and Llyud 
after Rikken to participate in one-on-one matches. Set any of Vaan's Gambits 
(except for Sprint) ON during his fight. Let Kytes use "Charge" and then use his 
magicks in order. Turn on Llyud "Lancer” Gambit during the fight, too. Once al! 
three battles are engaged, focus on Kytes and manually use each of his spells 
in succession. Next, switch over to Llyud and use his abilities on Rikken. Vaan 
should survive if you leave him on his own, but don't forget to check on him. 



Balthier receives a mysterious letter that concludes, "Well wait for you at the Shadow of Paharo." it turns out to be the 
angry and hate-fifled Bangaas of the Ba'Gamnan Gang. 




* Defeat Ba'Gamnan and his crew! 

• At least one ally must survive. 
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UNIT 



15000 Gil, Sagittarius, Diamond Ring, Auracite x2 



Mission Map: Shadow of Pah aro 
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In additiQti to ‘tie enemies listed here. 
Goblins, Ramihs, Tonbenys, lamias, 
and Ramuhs will emerge from the 
enemy summoning gates. Only one 
Ramuh can be on the map at a time.) 



Most of the enemies on the map are melee- and ranged-types, so create a team 
primarily of flying and melee units. However, bring along a few ranged Cu 
Siths to take on the enemy Ramuh, a flying Rank HI Esper weak against Earth 
attacks. Also, keep in mind that the enemy ranged units will use area-effect 
attacks that can inflict Confuse on large dusters of flyers, so deploy either 
Penelo or Fran to dispel this effect. 

At the start of the mission, you control no summoning gates so capture the nearby 
gate. After doing so, just attack the Goblins in enemy group A Do not attack the 
nearby Lamias of in enemy group 1! They're a tempting target, but Urey won't attack 
right away, and Gijuks powerful enemy group F approaches almost immediately 
afte r you seize the first summoning gate. Gijuk s group includes Ramuh, so if you’re 
engaging the Lamias when he arrives, you'll be in serious trouble. 
































































































































Summon some Cu Siths to target Ramuh and the three Ramih minions, and 
send your melee units against the ranged Gijuk. After dealing the area, knock 
out the Lamias and proceed to the right ic take out enemy group; I Bv.ag's 
Team), D, and E (Rinok’s Team); capture the gates they’re guarding, as wefl. 
With the new Affinity available, beef up your force and let the rest of the 
enemies apprroadi. Ba Gamnan’s team consists of a large group of melee 
Espers, so summon extra flyers to face him. 


iomaj’s Mission 71: For a Moment’s Peace 
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Aegyl seeking revenge on Ivalice gather in the DaSmasca Estersand, planning to attack Rabanastre. You must halt these 
invaders before they reach the Royal City. 
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Clear Mission 8-4 




Capture the summoning gates! 
At least one ally must survive. 
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In addition ta the enemies listed here, 
Cnoojbos. Cactoids, Shivers. Diabeteses, 
and Titan will emerge from the enemy 
summoning gates. fOnty one Titan can 
appear on the map at a time,; 





All of the enemy leaders are flyers, but they lead a lot of melee and ranged 
units. Select Rank II or lower ranged Espers, and make your leaders and Rank 
111 Espers melee or flying. As far as elements choices, Fire is best; the Wyvern is 
a good unit for countering the enemy Titan. 

Enemy groups A through D will appear after some time passes, but groups 
E and F prioritize protecting their summoning gates. Defeat the enemies that 
come after your party first, then follow the path on the Recommended Route 
map, scavenging Material Nodes and opening summoning gates in the process. 
A good tactic to follow is to send one fast-moving leader to harvest the distant 
Material Nodes. 









A strange Material has been sighted in the same Dalmasca Estersand that has been Vaan's homeland hunting ^rounds. 
How could there be a treasure there that he didn't know about? & a 


Clear Mission 8-4, then talk to Cu Sith after 
forging 41 items. 


Gather the treasure! (Rare Gemstone) 
At feast one ally must survive. 
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OBTAINABLE ITEMS 


Forbidden Grimoire, Wizard's Satchel, Auracite 


Opai (75%), Diamond (25%) 


None 
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To unlock this mission, you must repeat some Melee Battles over and over 
again to find enough materials to forge weapons. You need to craft 41 different 
weapons at The Forge before this mission is available. Because of this, your 
units' levels will probably be much higher than those of the monsters deployed, 
meaning that you can deploy your leaders and Esper Troupe freely and still win 
-.he battle with ease. If you want a bit more reliability, a lot of Gadoids appear 
n this mission, so you may want to deploy primarily melee units. Kytes’s and 
-she's area-attack abilities also come in handy. 
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The Materia! Node you must scavenge is on the lower edge of the field. Proceed counter clockwise around the exterior of the field to scavenge the other Material Nodes 
first, if you want to stock up on more Materials. One word of warning: After defeating the giant cluster of Cactoids in enemy group E, a new Cactoid horde warps right in 
and proceeds to attack. There's no point in fighting them all; just send a leader to run to the node. 



it's the season for Starfruit on the Giza Plains. Penelo would like to make a delicious meal for everyone before the final 
battle with Feolthanos, so the group heads off to fetch the Starfruit and grant Penelo s wish. 


Gather the foodstuffs! (Starfruit) 
At least one ally must survive. 


Clear Mission 8-4 and T64, then talk to Penelo 
in the Sky Saloon twice. 
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Starfruit 


Summoning Gates 


Infernal wolf x3 


Minotaur x2 


Infernal Wolf x9 


Storm Wolf x2 


Minotaur 
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Hammer of Lightning, Rune Armlet, Auracite 

Destrier Mane (75%), Dragon Whisker 

None 


Minotaur 

Golem x5 

Storm Woff x2 

Queizalcoatl x3 
Golem xl 1 

Minotaur x2 Golem x2 
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Qfcer r an a few Quetzalcoatis, all of the enemies in this mission are melee-types, including some ridiculously tough Level 99 Golems, so you'll get a lot of mileage 
- re-element flying units. Deploy Filo and Llyud and include Wyverns in your Esper Troupe; consider adding the Rank III Chaos, as well. 

- - note the brutal platoon of 11 Golems near the Starfruit. It is possible (but very difficult) to defeat them, but a safer way to complete the mission is to 

sen re right edge of the map and approach the Starfruit from the back, where only three Quetzalcoatis guard the tree. There, Kytes can quickly take out the 
. z-a coatls, allowing Filo or Vaan or any other fast unit to slip in and snag the Starfruit-no Golem-fighting required! 

the way, however, you can either avoid the five-Golem patrol of enemy group H or fight them one at a time as the stragglers come out the entire Golem 
rt-p won't attack if you do this). The suggested Wyverns and Chocobos are a good way to make this happen, since they move quickly. However, you still need units 
-. .verfu! enough to fend off the reinforcements, as well as enemy group D, who will attack regardless. 
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A monstrous scion appears in the Paramina Rift, turning the sleeping dead into horrifying legions at its beck and call. 
At Larsa's request, Vaan's cr ew sets out to silence the scion and halt the pending desecration of holy Bur-Omisace. 


Clear Mission 8-4. 


OBJMCTIVFS 

• Defeat Zaiera! 

At least one ally must survive. 
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LEADER UNIT 
DEPLOYMENT 

•'« UNITS: 5 ) 


VAAN PENELO 

KYTES 

FILO 

LLYUD 


Ml 
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LLYUD BALTHIER FRAN 




ASHE 
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BASCH- 
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1 
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VAMPYR 





II Q Flyin 
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ICE DRAKE 
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□ 

Ranged 

L 

6 
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R 
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ZALERA 



III U Ranged 


Q e H 



UNITS 


OBTAINABLE ITEMS 


22500 Gil, Volcano, Maximillian, Auracite 


Oakwood Stick (75%), Oakwood Log (25%) 


Apocalypse Shield (Basdi) [Quickening!. Zaiera 
Unlocked! 
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Summoning Gates 


Ally 
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Neutral 
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Enemy 
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Soul Crystals 

Ally 

N/A 

Enemy 
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There are two solutions to try here. If your characters are around level 60, 
try this approach: 


Vampyres and Zombies appear gradually, but relentlessly, all over the map, 
so it's important to work out your strategy for defeating enemies on the go. 
The leaders listed in the following table should make it easier to defeat the 
enemies. Be sure to summon Espers of the same unit types for each leader's 
team, then fight against the designated targets (see table) in battle. If Ice 
Drakes and Vampyres approach, defeat them immediately if only two or so 
Zombies approach, though, you can ignore them and make moving a priority. 
Wait until there are groups of 4-5 Zombies before attempting to fight them. 


Basdi/Vaan, ifrit 

Zombies, Ice Drakes, Zalera 

Filo, Llyud, Wyvern 

Zombies, Vampyres 

Kytes 

Vampyres, ice Drakes 

Penelo, Carbuncles 

(Healing) 
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'AMPYRES BEFORE ""N 
NG ZALERA J 


Zalera is a ranged Esper, so use meiee-types to fight him. However, if you just 
approach him immediately you'll get into an extremely dangerous battie against 
the six flying Vampyres who will chew up any melee units. Follow the path 
on the Recommended Route map, fight Vampyres with only Kyles and your 
flyers, then send only your melee units to fight Zalera after you've defeated the 
Vampyres. While your melee units tangle with the deadly Rank 111 Esper, use the 
rest of your crew as support to defeat approaching Zombies and Vampyres, 


You can complete this mission with a team at much lower levels. In fact, the 
following strategy was effective with a level 40 party: 

Instead of Fiio, deploy Vaan (for his awesome quickenings), and instead of Ifrit. 
deploy Ultima. Keep your troops just inside the bottleneck at the start point, 
summoning all Wyvems to Vaan's and Kytes's teams. Since Zombies and Vampyrs 
are both short-range attackers, the bottleneck makes it possible to hold off large 
armies at once while the Wyvems roll over them with their Fire Breath ability 
(plus Kytes's magick and Ultima's occasional Eschaton). Fortify your Espers using 
your accumulated AP while waiting for all the enemies on the field (except for 
the six Vampyres in Zaiera's posse) to approach, so you don't end up getting 
surrounded when you eventually make the trek across the field. 

The most dangerous enemies amongst these are the Ice Drakes, which arrive 
en masse and inflict serious damage to your Wyvems, bottleneck or not. By 
that point, however, you should have quickenings (either Nature's Wrath or 
Pyroclasm) ready to go, so use them to smash Ice Drakes when they arrive. 

Once the entire starting allotment of Espers has been disposed of, you can start 
moving along the right side of the field toward Zalera. Unseal the summoning 
gate on your way to get your own reinforcements. 

Send a Wyvern or two to intercept any Zombie reinforcements; a single Wyvern 
can easily defeat as many as two or three Zombies at this point. Once you 
get in the area, take out Zalera with your army of fortified Wyvems, Kytes's 
magick, and quickenings. 









































































































lomaj’s Mission 75: Fiames of Torment 
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Aegyl have been gathering at the base of the mountain that the Feol Viera once called home. Can Vaan s crew pul a stop 
to their plans to invade Ivaiice? 


ION PREREOLISITE 



Clear Mission 8-4. 
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Destroy the enemy soul crystal! 
Your soul crystal must survive. 
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20000 Gil, Forged by Fire. Auracite x3 Ring Wyrm Scales (75%), Emperor Scales (25%) 


None 
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The map's switchback path is very winding, but most of the enemies are flying 
units that will float over lava, taking the shortest route. Choose ranged leaders 
and Espers to pick off enemy flyers, and add some flying units that can take 
the same shortcuts as your enemies. In particular, deploy Kytes with ranged 
Fire Espers like the Lamia, and use both Filo and Liyud with flying Water Espers 
such as Sirens. 

You must protect your own soul crystal, so it's most efficient to ignore the 
enemy summoning gates. This way, the leaders of enemy groups B and C will 
prioritize protecting their summoning gates rather than targeting your soul 
crystal, and you can cut off groups E and F on their way. If that proves too 
risky, however, leave one ranged team behind to guard your crystal. 









Even if the enemies attack you as you pass, just ignore the ones that come 
from the enemy summoning gates and defeat them when performing steps 
3-5 (see the Recommended Route tactics). If you follow the path on the 
Recommended Route map to the letter, there will be almost no enemies by the 
final enemy summoning gate. 
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3. Get ail your allied units together to defeat the surrounding enemies, then 





























































now-abandoned Feoi Warren is run rampant with evil monsters and lies in ruin. To grant peace to the Feed Viera who 
here, Vaan's party seeks to exterminate the monster infestation. 


izr Mission 8-4 and T60, then talk to Tomaj 
the Sky Saloon. 


Defeat the King Bomb! 

At least one ally must survive 


LEADER UNIT 
DEPLOYMENT 


LLYUD 


BALTHIER 


PENELO 


KYTES 


BASCH 


UNiTS 


INFERNAL WOLF 


FIRE DRAKE 


KING BOMB 


Q Ranged 


Melee 


Melee 


24000 Gil, Tempered In Ice, Garnet Ring, Auracile Bomb Shell {75%), Bomb Crank (25%) 


Solid Stone 
(Durable Metal) 
Adamant Cains (67%) 
Adamant Nugget (22%) 
Adamant Ore (l l %) 


Strange Liquid 
{Volatile Compounds 
Bomb Cinder (67%) 
Bomb Shell 122%) 
Bomb Crank (11 %) 


Summoning Gates 


Limpid Crystal 
(Inferno Crystal) 
Fire Stone (33%) 
Fine Magi cite (33% 
: re Crystal (17%) 
Fire Gem (17%) 


Soul Crystals 


Knight Onions ys 


One or two Bombs may 
appear in each 
reinforcement group. 


Red Ran x6 


infernal Wolf x5 


Bomb x 12 



aj s Mission 76: Restoring Honor 
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All of the enemies in this mission are weak against Water, the most plentiful 
of which are the Bombs. To counter them, place Rank II Shivars and the Rank 
III Shiva into your Esper Troupe. {If you haven't made a pact with Shiva yet, 
deploy Kytes instead and make liberal use of his Biizzaga attack.i Since the 
Infernal Wolves can inflict Confuse status, deploy Penelo or Fran as one of your 
leaders, or deploy Llyud equipped with the Mythrtl Gloves. 


To dear the mission, follow the path on the Recommended Route map while 

defeating nearby enemies along the way. When fighting, keep your leaders 

back and let the Shivars do the attacking. It'll take some time to defeat the 

melee-type enemies, but you can speed things up a little bit by deploying Llyud 
to hit them. 
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4. Scavenge the Solid Stone node 

5. While harvesting the Solid Stone 
and your Shi vats to deteat the seven Bombs on th 
group G. Lastly, defeat the Kins Bomb 
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A great column of water ri 
cast a pall on surrounding sky islands, 
the Veiled Isle. There, they find the mighty scion, Famfrit 


mmmmm 



fsea, spinning off thick, dark clouds that 
n 





Clear Mission 8-4. 



* Defeat Famfrit! 

* At least one ally must survive. 
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famfrit! 



a m n Ranged 

0 H 0 



OBTAINABLE ITEMS 


Formalhaut, Glimmering Robes, Auracite 


Coral Branch (75%), Pearl (25%) 


Empyrean’s Edict (Ashe) [Quickening], Famfrit [Esper 
unlocked] 






























































































~~e vast majority of enemies are weak against Lightning. Take advantage of this by stocking your Esper Troupe with Lightning-element Espers. In particular, use the 
- aik II Raiden to deal with the numerous hostile melee units and the Rank III melee Esper Shemhazai to deal with Famfrit (a ranged unit). If you haven't made a 
■with Shemhazai, deploy Titan, whose stats (including HP) are otherwise very high. Deploy Filo and Liyud as leaders, and make sure Filo is equipped with her 
Lold Earrings, which resist against the Stop effect. 

: : low the path on the Recommended Route map to gather items with ease. Press the Y button to select and move each team individually, and send them to the 
nts in steps 2a and 2b (see the following section). At step 5, let Filo and Llyud’s teams stay behind to fight the enemy reinforcements. 



















































































Tomaj s Mission 78: Masterless Minions 


OBTAINABLE ITEMS 
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Fire Crystal (75%), Fire Gem (25%) None 


Glgas Chestplate, Mirage Vest 






The summoning gates at the Cates of Shattered Time are overflowing with Yarhi. To save the poor unbound Yarhi who 
are being called forth without any summoners, the group sets foith to seal the gates. 


Clear Mission 9-4. 


Capture the summoning gates! 
At least one altv must survive, 
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SHIVAN 
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I Q Ranged 
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FILO 


FRAN 


ASHF 


Tonbeny xlO 


( MAP DAI 
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Summoning Gates 
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0 

Neutral 

0 

Enemy 
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Soul Crystals 

Ally 

N/A 

Enemy 

N/A 


LLYUD 


BALTHIER 


BASCH 




Shivan x5 
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In addition to the enemies listen 
here, Djmns, Stiivans and Ramins 
will emerge from the enemy 
summoning gales. 


TQNBERRY 




' ’ ; Gates of Shattered Time 
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Tte are~!ie5 in this mission consist entirely of Rank i-ll Units. There are several 
card Tonberrys, so deploy lots of ranged and flying units with wide 
atacs fe ds. Which elemental nature of Esper you deploy isn't a huge issue, as 
remies provide quite a mix of elemental strengths and weaknesses and 
■x : - very powerful. Deploy Ashe as one of your leaders; the details will be 
•■timed later. 

■awe clockwise around the field, opening the summoning gates on the left 
; : st. It's a lot easier to take out the Ramihs in enemy group A with your 
t 2 ~ "g Espers than the Raidens in enemy group B. By taking this approach, 
c. have a summoning gate already open when the group B Raidens 
r: sch Plus, as they move, the Raidens will cluster together, making them 
-if. pickings for a Stonega shot from Kyles! 


After defeating all the initial allotment of Espers (you will probably have sealed 
about three summoning gates at this point), a good tactic is to unleash Ashe's 
Empyrean s Edict quickening to block ail enemy summoning, While the speii 
lasts, send a single leader to each remaining summoning gate and seal them. 



Tomaj has spotted massive creatures, powerful scions of old, in the Keep of Forgotten Time. Within the Auraiith Chamber 
they confront the great black wyrm that Mydia used to shatter the skysea. 



* At least one ally must survive. 
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DEPLOYMENT 




VAAN 
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GOBLIN 



RAMUH 
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CARBUNCLE 



R 

N 



Ranged 

a 


TITAN 
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OBTAINABLE ITEM S _ 

Excalibur, Gungnir, Lordly Roses Water Crystal (75%), Water Gem (25%) 


Bahamut (Esper unlocked] 
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The enemies in this mission are powerful, high-level, Rank III Espers and every time 
you defeat one, a new one appears. Rank III Espers appear in this order: Ranuih, 
Shiva, Ifrit, and then Bahamut, Simply defeat Bahamut to complete the mission. 

Hie types and elemental natures of the Rank II! Espers are widely varied, so you 
can't really choose leaders or Espers to take advantage of any of these factors. 
Instead, deploy the leaders and Espers listed here for the roles outlined: 



ROLE 


When the mission starts, follow the steps outlined in the Recommended Route 
section, defeating enemies as you open the two corner summoning gates. At 
the first gate, summon Leviathan to Kytes s team. Keep Leviathan out front to 
soak up enemy attacks as you follow the route from gate to gate. The Rank 
lli Esper takes significant damage during the fight, making it easier to fill 
up its group leader’s Mist Gauge. Once Kytes's Mist Gauge fills up, dismiss 
Leviathan and then summon it to Basdr's team. The early goal is to get these 
two leaders Mist Gauges filled up quickly. 


Basch, Llyud, Leviathan Exodus 


Kyles 


Penelo, Carbuncle 


Lamia 


Wall 


Attack 


Healing 


Back Row Support 


Let the main attacker be Kytes. While your leaders and your Rank III Esper 
(Leviathan or Exodus) act as a wall to soak up enemy attacks, use Kytes's magick 
to deal damage to the enemies from afar. Llyud is useful not just as a wall, but 
also because other than Penelo, he's the only character who can restore HP to 
KO'd characters using his Revive ability. Furthermore, if you turn the gambit for 
his “Lancet" ability on, he can drain HP from foes and add it to himself. 

In addition to the four leaders listed above, select either Filo, Ashe, or Fran as 
your fifth member. Filo's Speed Snare is useful for support, as are Ashe's Hastega 
and Slowga abilities. Fran's W'ard of the Wood ability is useful for healing, 


Now target the central summoning gate where Titan is posted. You don't want 
to defeat Titan before you open that gate, however; the moment Titan falls, a 
wave of reinforcements led by Ramuh appears, and you want to heal up and 
get the gate open before that occurs. Instead, follow this tactic: Use a Lamia's 
Entice ability to inflict the Confuse status on Titan first. If you Confuse Titan, 
he can't act against your group. Capture the summoning gate, use the added 
Affinity to summon more of your own Espers, and heal all of your troops. Next, 
turn the fury of your full force on Titan to take him down quickly. 


















































































v - - - - anting against the reinforcement waves, two things are important: 

1 ys keep your "wall'' units (especially Leviathan) out front to soak up 
in 2. Use Kytes's magick to target the enemy Carbuncles right away. You 
K. :o knock out the enemy's healers right away. 

Bj'cur Rank 111 Esper gets defeated, run away! As you withdraw, summon 
. wan again at a summoning gate across the map, then run to that gate 
anc add him to your force. Remember to summon Leviathan into a leader’s 
r :.who doesn’t have a full Mist Charge yet; you want as many quickenings 
to use as possible. If you've suffered other losses, restock those troops at 
re summoning gate, too. 


Keep repeating this pattern, as you face and defeat successive waves of enemy 
reinforcements, each led by a Rank ill Esper. Try to save up your quickenings if 
possible. Only use the quickenings in a dire emergency, because you want them 
all available for the last enemy wave, 


The last wave (enemy reinforcements El is led by Bahamut, This monster will 
most likely decimate your "wall units, negating your battle plan to destroy 
the Carbuncles first. Here's where you want to use Kytes's quickening, Nature's 
Wrath, to defeat the Carbuncles in one shot. If any survive, trigger Basch s 
protective quickening, Apocalypse Shield, to nullify damage to Basch's group 
while they eliminate the remaining enemy healers. 

Now turn your full attention to Bahamut. He has no resistance against Silence 
or Slow effects. If you can Silence him, he can i unleash his deadly Megaflare 
attack, and if you Slow him you can inflict lots of damage and face only slow 
retaliation. So when Bahamut appears, and if Fran is in your party, use Silence 
Arrow. If Ashe is in your party, use Slowga but if Fiio is in your party, use 
Speed Snare. 





Hi 


Deep in the Keep of Forgotten Time, a room long ago sealed by Feolthanos Is now opened. The group enters to face the 
deadliest of all scions-a peerless creature, lord of the scions, long lurking in the hidden recesses of the keep. 
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• At least one ally must survive. 
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With a minimum level of 94, the enemies in this mission are ridiculously powerful. 
But with the Lamia's Entice and Fran's Confusion Arrow abilities inflicting Confuse 
from your back-row support positions, you can defeat these foes. Deploy the 
leaders and Espers listed in the following table and select a flying Rank III Esper 
to counter all the Minotaurs. Bahamut is ideal, but if you haven't made a pact with 
him yet, Exodus will suffice. Liyud's Lancet ability is indispensable, so have him 
equip the Dragon Bracers accessory that enhances Lancet's effect 




immediately summon Bahamut or Exodus into Basch s group, dismiss all 
Rank I Espers, then summon lots of Rank II Espers. Defeat enemy groups A 
through C when they attack. Confuse enemies that attack your group, but try 





to defeat the Fire and Ice Drakes first. When fighting these foes, let your Rank 
III Esper and other units from Basch's group lead the way in order to fill up 
Basch’s Mist Gauge quickly. His Apocalypse Shield quickening will come in 
handy later. 


Now it's time to make your move on the enemy summoning gates. Capture the 
central one first, followed by the north and east gates. Enemy group F (Zodiark 
and four powerful minions) will attack after you seal the third summoning 
gate, so forget about sealing the final gate. You cannot inflict Confuse against 
Zodiark, so use Basch's Shellga ability to increase everyone's Magick Defense 
and send your entire force against him. 
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Battle on the Big Bridge 
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Pthe Keep of Forgotten Time, a being appears who steals the weapons of his opponents and seeks the "blade of legend. 
, aan s party knows Gilgamesh and his companion Enkidu and prepares to confront him. 
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r Mission 9-4. 







Defeat 

At least one ally must survive. 


LEADER UN!T VAAN penelo kytes 

DEPLOYMENT #i Q A 

s®. 3 ) ® ® m 


OBTAINABLE ITEMS 


FILO 


LLYUD BALTHIER FRAN 


Durandal, Gaia Amulet 
Gilgamesh [Esper unlocked] 



Earth Crystal, Earth Gem 



BASCH 


ENKB&J 
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GILGAMESH 




Mission Map: Gates of Shattere 
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Enkidu will appear continuously tram the 
areas marked in *reen on the map. 
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:n deploy only three Leaders in this battle, and you can t summon Espers. Both Gilgamesh and Enkidu are melee units and Enkidu can cause Disable status, so 
the flying Filo and Llyud, along with Penelo or Fran, if you prefer!,, who can cure the status effect. There are no treasure chests ot Material Nodes on the map; 

e ^st focus on the fight. 

the mission starts, set Llyud s gambit to Lancet equip him with the Dragon Bracers. Set Filo s gambit to Sonic Wave and Penelo s gambit to Esunaga 
m : an s to Ward of the Wood), Move ail yc jr meters towards Gilgamesh when the mission starts, but send only Llyud to attack him directly Keep Penelo and 
w “her back so that Filo can run interference ' Enk du while Llyud takes on Gilgamesh by himself. It s important to make sute that Penelo stays far enough 
tom the other two that she doesn t ae: ■ : die j.sab e ability. That way, if either one of the other two gets disabled, low on HR or falls in battle, she can 




mm : rteiy cure or Raise them. 
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Melee Battles 








As you progress through the game's main story, you unlock a series of optional side 
missions called Meiee Battles. These appear in areas you've recently deared and they 
prove useful in several ways. Meiee Battles are valuable practice sessions that let you 
brush up on your tactics and skills. They provide plenty of EXP for leveling up your 
characters, especially since they can be replayed as often as you want. Finally, the 
Melee Battle maps are loaded with Materials (sometimes rare ones) that you can forge 

into new weapons or sell, and some of the completion rewards ran further enrich your 
party. 

So whenever you complete a Story Mission, if possible walk right back into the area 
you just deared to see if you unlocked a Melee Battle. These come in three varieties; 
Monster Melee, Summoning Melee, or Sky Pirate Melee. 
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The onty enemies on this map with elemental weaknesses are 
the Atomos and the Remoras. Choose a ranged Fire Esper to 
combat the Atomos; for your melee and flying types, just pick 
something that isn't weak versus Lightning or Earth. This is a 
large map with a lot of enemies on it Try to scavenge all three 
Material Nodes before clearing it 



No enemy leaders, no particularly difficult enemy units-just 
scavenge the three Material Nodes, clear out the Espers, and 
you're done. 


.MISSION PREREQUISITE 

□ear Mission 2*1 


ENEMY UNITS 

Cnoam, Quetzaicoatl, Storm Wolf, 
Antiion, Yellow Wyrm 


MATERIAL NODES 


V 


Virgin Timber (Fine-grained Woodi, Inscrutable Bones (Worn Hide), Limpid 

Crystal (Earth Shard) 


| ITEMS 

ITEMS GAINED FROM GOBLIN POUCH 
Bat Wing (75%), Serpentskin (25%) 



Two summoning gates, three Materi 
enemy side gets limitless reinforcerr 
Sagittariuses. Deploy Earth Espers to 
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MISSION PREREQUISITE 

’’■W 

Clear Mission 2-4 


ENEMY UNITS 


Sylph, Ramih, Ixion, Sagittarius, 
Minotaur 


\ > MATERIAL NODES \ > 

Limpid Crystal (Fire Shard), Sparkling Stone (Yellow Gemstone), Solid Stone 

(Common Metal) 


ITEMS 

ITEMS GAINED FROM GOBLIN POUCH 
Beryl (75%), Topaz (25%) 


MISSION PREREQUISITE 

□ear Mission 2-4 


ENEMY UNITS 

Leaders: Monk, Black Mage, Fusilier, 
Warmage 

Others: Sylph, Garehimacera, 
Remora, White Hare, Atomos 


\ > MATERIAL NODES < ) 

Inscrutable Bones (Timeworn Carapace), Limpid Crystal (Storm Shard), 

Inscrutable Bones (Small Bone) 


ITEMS 

REWARDS DIFFER DEPENDING ON STORY MISSION PROGRESS 
600 gil (2-4); 1200 gil (3-5); 3000 gil (5-4); 4800 gil (7-4); Auracite (5-4,7-4) 

ITEMS GAINED FROM GOBLIN POUCH 
Ichthon Scales (75%), Antient Tuttle Shell (25%) 
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This map features no Material Nodes, but can be deared very 
quickly, so use it to acquire experience. The enemy forces 
consist primarily of Rank H Lightning Espers. Deploy Rank II 
Earth Espers if possible; if not, don't deploy anything weak 
against Lightning, 


MISSION PREREQUISITE 

Clear Mission 2-4 


ENEMY UNITS 

Leaders: Sky Pirate, White Mage, 
Gladiator 

Others; Alraune, White Ham, 
Sagittarius, Ixion, Raiden 


\ > MATERIAL NODES 

V Sjr 

None 

ITEMS 

REWARDS DIFFER DEPENDING ON STORY MISSION PROGRESS 
800 gil (2-4), 1600 gil (3-5), 4000 gil (5-4), 6400 gil (7-4), Auradte (5-4, 7-4) 

ITEMS GAINED FROM GOBLIN POUCH 
Earth Magidte (75%), Earth Crystal (25%) 







































































MONSTER MELEE 


THE KISNE RISE 


is a small map with very few enemies. Almost all of the 
enemies are flying or melee units (there are only two ranged 
enemies). Some enemies are weak against Fire or Earth, so 
deploy Filo, Llyud, and some Rank 11 flying Espers that have 
either of those elemental properties. 


\USSION FREREQUISITE 

Gear Mission 3-1 


ENEMY UNITS 

Storm Wolf, Rock Wolf, Yellow 
Wyrm, Green Wynn, Atomos 


A 


/\ 


MATERIAL NODES W 

V v 

Solid Stone (Common Metal), Limpid Crystal {Water Shard), inscrutable Bones 

(Large Bone) 


ITEMS 

iTEMS GAINED FROM GOBLIN POUCH 
Mythril Nugget (75%), Mythril Ore (25%) 



•§ 

The Material Nodes contain two ingredients required to create 
the Flametongue sword for Vaan. Most of the enemies are 
higher level than your characters and three of the five enemy 
Espers are weak against Fire. However, the enemy's stronger 
Rank 11 Espers, Ixion and Raiden, are both weak against Earth, 
so deploy more Earth element units than Fire. 


MISSION PREREQUISITE ENEMY UNITS 

Clear Mission 3-5 Leaders: Time Mage, Fusilier, 

Warmage, Seeq, Ninja 
Others: Goblin, Cactoid, Gnoam, 
ixion, Raiden 



MATERIAL NODES 



Limpid Crystal (Fire Shard), Inscrutable Bones (Furry Hide), Inscrutable Bones 

(Timeworn Carapace) 


ITEMS 


REWARDS DIFFER DEPENDING ON STORY MISSION PROGRESS 
1400 git (3-5), 4200 gil (5-4), 7000 gil (7*4), Auradte (5-4,7*4) 

ITEMS GAINED FROM GOBLIN POUCH 
Coeurl Pelt (75%), Beastlord Pelt (25%) 



This mission can be extremely difficult to complete with 
low-ranked Espers. There are lots of Rank 11 Espers here, so 
greet them with Rank II or III Espers of your own. The enemy 
groups all contain four to eight Espers, and many more 
appear from the summoning gates. Make your melee Espers 
Earth-element to withstand the Cu Sith's attacks and strike 
at their weak points. Lightning is best for flying and ranged 
Espers, but if you have not yet made the appropriate pacts, 
any element works wed enough. 



MISSION PREREQUISITE 

ENEMY UNITS 


Gear Mission 3-5 

Leaders: Monk, Black Mage, Warrior 
Others: Alraune, Sylph, Ciichulainn, 

Cu Sith, Siren 



4^ MATERLA 

L NODES 


Sparkling Stone (Green Gemstone), Solid Stone (Brilliant Ore) 


ITEMS 

REWARDS DIFFER DEPENDING ON STORY MISSION PROGRESS 
1750 gil (3-5), 5250 gil (5-4), 8750 gil (7-4), Auradte (5-4,7-4) 

ITEMS GAINED FROM GOBLIN POUCH 
Malachite (75%), Emerald )25 ; a) 



2 il for winning this battle, but five 
, Water, Storm, and Earth shards) d 
the field. Most of the enemies are melee-types, so deploy 
primarily flying Espers and leaders. The enemy Fire and 
Storm Wolf units are weak versus Fire, so pick Fire or non- 
elemental Espers for your Esper Troupe. You may be tempted 
to just defeat the closest enemies, but if you do that, you ii 


You earn no auradte o 
rich Material Nodes (Fii 


nd up clearing th< 

e mission b 

refore you can scaver 

later iai Nodes. 




MISSION PREREQUISITE 

ENEMY UNITS 

Gear Mission 3-5 


Infernal Wolf, Arctic Wolf, Storm 

Wolf, Rock Wolf, Earth Drake 


> MATERIAL NODES 4 ) 

y V 

Limpid Crystal (Storm Shard), Limpid Crystal (Water Shard), Limpid Crystal (Fire 
Shard), Limpid Crystal (Earth Shard), Inscrutable Bones (Large Bone) 


ITEMS 

ITEMS GAINED FROM GOBLIN POUCH 
Storm Magidte (75%), Storm Crystal (25%) 







































































This is the only place by Chapter 4 where you can get the 
Solid Carapace Material, You won t be able to use it in 
combinations, however, until after you clear Chapter 5. Other 
than the Great Tortoise, all of the enemies are weak against 
Lightning, so put Lightning Espers in your tr oupe. The enemy 
force includes flying, meiee, and ranged units, so make sure to 
include all three types. When fighting Blue Wyrms, keep your 
flyers back just to preserve your forces as much as possible. 


MISSION PR EREQUI SI f E 

ENEMY UNITS 

Gear Mission 4-1 

Sahagin, Aquarius, Blue Wymi, 


Siren, Great Tortoise 


\ > MATERIAL NODES ) 

Limpid Crystal (Water Shard}, Inscrutable Bones (Solid Carapace) 

ITEMS 

ITEMS GAINED FROM GOBLIN POUCH 
Lamia's Scales (75%), Battiewymi Carapace (25%) 



Enemies on this map move toward your party early on and 
the map itself isn't very large, so if you aren t concerned 
with the Materials, you can complete this map quickly. 
Many of the enemies are weak against Water, but some 
also resist Water. Thus, the best elemental choice for your 
Esper Troupe is Fire, which some enemies are weak against 
but which no enemies resist, 


MISSION PREREQUISITE 

ENEMY UNITS 

Gear Mission 4-2 

Leaders: Gladiator, Ninja, Monk, 


Warrior, Sky Pirate 


Other; White Hare, Remora, Shivan, 

Ramih, Shivar 


,} MATERIAL NODES <j> 

V 

Limpid Crystal (Earth Shard), Virgin Timber (Fragrant Wood), Inscrutable Bones 

(Braided Twine) 


ITEMS 

REWARDS DIFFER DEPENDING ON STORY MISSION PROGRESS 

2900 gil (4-2), 8700 gil (7-4), Auradte (7-4) 

ITEMS GAINED FROM GOBLIN POUCH 
Maplewood Stick (75%), Maplewood Log (25%) 
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The Rank III Esper Titan appears in this battie. Most of the 
enemies are weak against Fire, and many of them are melee 
units, including Titan. The most important Esper to include 
is a Fire-element flyer like the Wyvern. Use an area-effect 
quickening when you reach Titan to quickly devastate his 
group's numbers. 


MISSION PREREOU 

Clear Mission 4-5 


ENEMY UNITS 

Acquarius, Arctic Wolf, Great 
Tortoise, Ice Drake, Titan 


, > MATERIAL NODES < 

1 \J r w 

IF V 

Spariding Stone (Blue Gemstone), Solid Stone (Brilliant Ore), Limpid Crystal 

(Storm Shard' 


ITEMS 

REWARDS DIFFER DEPENDING ON STORY MISSION PROGRESS 

Auradte (4-5,7-4) 

ITEMS GAINED FROM GOBLIN POUCH 
Storm Magidte (75%), Storm Crystal (25%) 
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s it anows you to 


ms is a very important Melee Battle becaus 
get auracrte early in Chapter 5. AH the enemies (mainly'melee 
or ranged units) are weak against either Fire or Lightning. 


JO 


counter, deploy melee leaders and Tire or Lightning Espers. 
You can't reinforce your units and there's basically only one 
route to follow. 


MISSION PREREQUISITE 

ENEMY UNITS 

Clear Mission 5-1 

Sahagin, Gnoam, Golem, Blue 


Wynn, Green Wynn 


< ) MATERIAL nodes < > 

_ V __ v 

Inscrutable Bones (Large Bone), Limpid Crystal (Earth Crystal) 


ITEMS 

REWARDS DIFFER DEPENDING ON STORY MISSION PROGRESS 

Auradte (5-1,7-4} 

ITEMS GAINED FROM GOBLIN POUCH 
Earth Magidte (75%), Earth Crystal (25%) 
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This is a relatively small map with lots of enemies. In addition, 

Malboros will appear as unlimited reinforcements. 
Other than the Drakes, all the units in this mission are melee- 
type so deploy primarily flying and melee leaders. Most of 
the enemies are weak against Fire, so deploy primarily Fire 
Espers as well as units like Penelo or Fran who can cure the 
debuffs inflicted by the Malboros and their Bad Breath attacks. 
Use Kyles's area-effect Magicks to defeat lots of foes at once. 


MISSION PREREQUISITE 

Gear Mission 5-2 


ENEMY U NITS 

Ran, Green Ran, Earth Drake, 
Ice Drake, Malboro 


< MATERIAL NODES 


\ 


Inscmtable Bones (Braided Twine), Limpid Crystal (Water Shard), Inscrutable 
Bones (Solid Carapace), Solid Stone (Lustrous Metal) 


ITEMS 

ITEMS GAINED FROM GOBLIN POUCH 
Water Magicite (75%), Water Crystal (25°/o) 


■ 
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When the mission starts, the map is full of strong enemies 
like Malboros and Thunder Drakes. As time passes, enemy 
reinforcements gradually start arriving from all directions. 
Two primary types of enemies appear in this mission: those 
weak against Fire and those weak against Earth. Place the 
Golem, a melee Earth Esper, in your Esper Troupe to counter 
the powerful Thunder Drakes, as well as ranged and flying 
Fire Espers. Golems also have the benefit of being resistant to 
status effects, which makes them strong against the Malboros. 


MISSION PREREQUISITE 

ENEMY UNITS 

Clear Mission 5-4 

Gnoam, Quefealcoati, Rock Wolf, 
Malboro, Thunder Drake 

\ > MATERIAL NODES ( ) 

\f V 


Strange Liquid (Viscous Fluid), Inscrutable Bones (Furry Hide), Virgin Timber 

(Smooth Wood) 


ITEMS 

REWARDS DIFFER DEPENDING ON STORY MISSION PROGRESS 

Auraate (5-4,7-4) 

ITEMS GAINED FROM GOBLIN POUCH 
Cedarwood Stick (75%), Cedarwood Log (25%) 


PAsrr 3 \ The Missions 
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PART 3: 

The Missions 


A 
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i ms missiui 


ontams no Material Nodes. Ah of the initial 
enemies are ranged units, so if you deploy flying Leaders, 
don't let them engage in combat and dismiss their initial Esper 
teams immediately, its better to choose mostly melee leaders 

■r 

Water Espers to strike at the 
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e ability and its Confuse effect 


MISSION PREREQUISITE 

Clear Mission 5-4 


ENEMY UNITS 

Leaders: Archer, Black Mage, Time 
Mage, Seeq, Fusilier 
Others: Chocobo, Carchimacera, 
Lamia, Sagittarius, Cu Sith 


ITEMS 

REWARDS DIFFER DEPENDING ON STORY MISSION PROGRESS 
4300 gi! (5-4), 8600 gil (7-4), Auradfe (5-4,7-41 

ITEMS GAINED FROM GOBLIN POUCH 
Fire Magidte (75%), Fire Crystal (25%) 


This is the only map where you can repeatedly acquire 
middle- and high-grade Glistening Shard materials. When 
you want to start forging the recipes m the Tempered in Ice 
recipe book, play this map. it features many enemies weak 
against Lightning so put mostly Lightning Espers in your 
Esper Troupe, 



MIS SION P RER EQ U1 SITE 

Clear Mission 5-4 


ENEMY UNITS 

Leaders: Ninja, Warmage, Seeq, 
Fusilier, White Mage 
Others: 5a h agin, Aquarius, 
Cudiulainn, Wyvem, Shivar 


\ > MATERIAL NODES < ) 

Inscrutable Bones (Furry Hide), Sparkling Stone (Green Gemstone), Sparkling 
Stone (Glistening Shard), Limpid Crystal (Storm Shard) 


ITEMS 

REWARDS DIFFER DEPENDING ON STORY MISSION PROGRESS 
5000 gil (5-4), 10000 gil (7-4), Auradfe (5-4,7-4) 

ITEMS GAINED FROM GOBLIN POUCH 
Coral Brandi (75%), Pearl (25%) 
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MISSION PREREQU1SI 

Gear Mission 6-2 


ENEMY UNITS 

Leaders: Ninja, Warrior, Monk 
Others: Goblin, Cactoid, Tonberry, 
Raiden, Tiamat 


V 


MATERIAL NODES 


Inscrutable Bones (Luxuriant Hide), Virgin Timber (Smooth Wood), Inscrutable 

Bones (Solid Carapace) 

ITEMS 

REWARDS DIFFER DEPENDING ON STORY MISSION PROGRESS 

7000 gil (6-2,7-4), Auradte (6-2,7-4) 

ITEMS GAINED FROM GOBLIN POUCH 
Tyrant Wing (75%), Wyvem Wing (25%) 



A n - 4-1 


i this narrow map, you must defeat the enemy leaders one 
by one. You earn a lot of gil for clearing this mission, so play 
this mission repeatedly to quickly increase your gil. Several 
enemy meiee and ranged units appear, so put both flying 
and melee Rank I! Espers into your Esper Ttoupe. Golems, 
which can resist the Stop effect and Wyvems, who can attack 
large groups of enemies at once, are highly recommended. 
The summoning gate is deep in the field, making it almost 
impossible to use; thus it's better not to include any Rank III 
Espers in your Esper Troupe. Be sure to deploy Penelo and use 
her to cure bad status effects. 


MISSION PREREQUISITE 

Clear Mission 6-3 


ENEMY UNITS 

Leaders: Warrior, Sky Pirate, Archer, 
Time Mage 

Others: Salamander, Ramih, Golem, 
Shivar, Carbuncle 


MATERIAL NODES 


V 


Limpid Crystal (Storm Shard), Inscrutable Bones (Massive Bone), Sparkling 

Stone (Blue Gemstone) 

ITEMS 

11600 git 

ITEMS GAINED FROM GOBLIN POUCH 
Wyvem Bone (75%), Wynn Bone (25%) 
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MONSTER MELEE 
THE YMIR QUL RANGE 


Lots of Yellow and Blue Flans roam this map: they also appear 
from time to time as reinforcements. Aside from these 
Indigenous beasts, a number of Rank II Espers appear of all 
unit types. Make sure you deploy Rank! I Espers of all three 
types as well. To match your main enemies weak points, put 
the Golem, Atomos and Sagittarius in your Esper Troupe, As 
for leaders, you want Filo and Llyud to deal with all the Flans. 




MISSION PREREQUISITE 

Clear Mission 6-3 



ENEMY UNITS 

Blue Flan, Yellow Flan, Ixion, 
Thunder Drake, Siren 


V> MATERIAL NODES <s3 

V v 

Inscrutable Bones (Braided Twine), Strange Liquid (Viscous Fluid), Solid Stone 

(Precious Ore) 


ITEMS 

ITEMS GAINED FROM GOBLIN POUCH 
Demon Tail (75%), Malboro Vine (25%) 
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Material Nodes are bountiful here, but so are enemy hordes. 
Rank II Espers of each unit type appear, so include one of 
each type of Rank 11 Esper in your Esper Troupe, Most of the 

ie mostly Fire Espers. 
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enemies are weak against 
If you include a Ranklil Esper, make it a melee unit and make 
your ranged and flying units Rank II, Chain Kytes's magick 
attacks on the Siren groups. All enemies will come after you 
when you defeat all of the Golem group in the middle of the 
map, so lure them out one at a time and only defeat the ones 
you need to proceed. 


ENEMY L NITS 


MISSION PREREQUISITE 

Gear Mission 6-5: Balthier's 
Betrayal, then finish conversations 
at The End of Dreams. (Note: This 
Melee Battle disappears after 
dealing Mission 7-3.1 


\ > MATERIAL NODES 

Virgin Timber (Smooth Wood' inscrutable 8ones 'Solid Carapace), Strange 
Liquid (Viscous Fluid), Sparkling Stone Blue Gemstone Solid Stone (Lustrous 

Metal I 


ITEMS 

Auradte 

ITEMS GAINED FROM GOBLIN POUCH 


Alraune, Gnoam, Golem, Shivar, 



Siren 


MISSION PREREQUISITE 

ENEMY UNITS 



Clear Mission 7-4 

Leaders: Monk (x2), Seeq (x2) 



You can acquire high-grade Materials here that you can t buy in 
shops. However, this battle is only available for a short time; you 
can't access it once you leave the Isle of Illusion. To harvest ail 
of die Material Nodes, the best way is to postpone scavenging 
the nodes behind your starting point and, instead, prioritize 
the ones deeper in the field while you attempt to defeat the 
main enemies There are no summoning gates on this map, 
so you must make do with only five leaders and your initial 
Esper deployment Put Rank \ I Espers of each type into your 
Esper Troupe: we recommend Cuchulainn for melee, Shivarfor 
ranged, and Raiden for flying. 


MISSION PREREQL lSIT E 

Gear Mission 7-2 Nae:Th.s Melee 
Battle disappears after dearing 
Mission 7-3 is deared. 


ENEMY UNITS 

Blue Ran, Yellow Flan, Minotaur, 
Red ,Vyrm, Vampyr 




Inscrutable Bones (Luxuriant Hide), Strange Liquid (Volatile Compound), Solid 
Stone 1 Predous Ore insoutab e Bones Massive Bone 


ITEMS GAINED FROM GOBLIN POUCH 
Bomb Shell (75%), Bomb Crank (25%) 
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Others: Goblin, Garcfiimacera, 
Cuchulainn, Atomos, Carbunde 


( ) MATERIAL NODES < 

Solid Stone (Lustrous Metal), Strange Liquid Volatile Compound], Limpid 

Crystal (Fire Shard} 


ITEMS 

12000 Gil, Auradte 

ITEMS GAINED FROM GOBUN POUCH 
Bomb Shell (75%), Bomb Crank (25%) 
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You earn a lot of gi! for clearing this mission ai 
Crystal node also provides an opportunity to t 
valuable Earth Gem. Put the Rank HI Belias in 
Troupe to decimate enemy Atomos and Cactc 

combat the powerful enemy Ramuh. Choose L_ 

attack with area-effect attack Maeick and abilities. 
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MISSION PREREQUISITE 

Gear Mission 8-1 


A 


ENEMY UNITS 

Leaders: Sky Pirate, Ninja, Time 
Mage, Fusilier, White Mage 
Others: Chocobo, Cactoid, Balasa, 
Atomos, Ramuh 


A 


\ MATERIAL NODES 

V _ v 

Solid Stone (Precious Ore), Limpid Gysta! (Terra Crystal), Sparkling Stone (Red 

Gemstone), Inscrutable Bones (Luxuriant Hide) 


ITEMS 

10000 Gil, Auradte 

ITEMS GAINED FROM GOBLIN POUCH 
Tyrant Wing (75%), Wyvem Wing (25%) 
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The Material Nodes here can contain Oakwood Logs (Virgin 
Timber and Dragon Whiskers (inscrutable Bones). This is the 
only mission where you can obtain these precious materials 
repeatedly. The tougheset enemies you’ll face on this map are 
the eight Earth Drakes. Deploy your melee leaders Vaan and 
Basch, along with Rank II Fire Espers. To combat any damagi 

you may incur. Include Carbuncles in your Esper Troupe and 
deploy Penelo. 


a 


MISSION PREREQUISITE 

Gear Mission 8*2A 


ENEMY UNITS 

Quetzalcoati, White Hare, Minotaur, 
Atomos, Earth Drake 


( > MATERIAL NODES O 


V 


Inscrutable Bones (Starched Twine), Virgin Timber (Sturdy Wood) 


ITEMS 

ITEMS GAINED FROM GOBLIN POUCH 
Oakwood Stick (75%), Oakwood Log (25%) 



This battle offers the most gil upon its successful completion. 
You can also efficiently gather Water Gems at the Limpid 
Crystal node. Most of the enemies don’t have an elemental 
weakness, but the powerful Rank Hi Esper, Shiva, is weak 
against Fire. You also face a lot of Tonberries in this mission, so 
deploy flying and melee Espers on your side, if you’re going 
to deploy ranged units, make sure they have Magick/abiiitfes 
with a wide attack area. 


MISSION PREREQU ISITE 

Gear Mission 8-2B 


ENEMY UNITS 

Leaders: Monk, White Mage 
Others: Shivan, White Hare, 
Tonberry, Diaboios, Shiva 


ERIAL NODES 

V Ty 1 

Strange Liquid (Grim Dust), Limpid Crystal (Tide Crystal) 


ITEMS 

12000 Gil, Auradte 

ITEMS GAINED FROM GOBLIN POUCH 
Death Powder (75%), Soul Powder (25%) 
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The only items you acquire on this map are two auracites, 
but if you deploy Kytes with the Goblin Pouch, there is a 25% 
chance that you'll receive a Fire Gem. Most of the enemies 
are Zombies and Tonberries, so deploy a lot of (lying-types 
like Sirens or Wyverns. However, these types will not fare 
well against the Red and Blue Wyrms. To combat these foes, 
deploy Fran and include Lamias or Shivars in your Esper 
Troupe. 


MISSION PREREQUISITE 

□ear Mission 8-2 B 


ENEMY UNITS 

Zombie, Tonberry, Vampyr, Blue 
Wyrm, Red Wyrm 


ITEMS 

Auratite (x2) 

ITEMS GAINED FROM GOBLIN POUCH 

Fire Crystal (75%), Fire Gem (25%) 



This is the only mission where you can repeatedly acquire 
Demon Drinks (from the Strange Liquid node). There’s also a 
Material Node from which you can acquire Emperor Scales. 
If you equip Kytes with the Goblin Pouch, you have a 25% 
chance of getting more Emperor Scales after completing 
the mission. Other than the Vampyrs, all enemies on this 
map are melee or ranged units that are weak against Fire. 
The Red Wyrms are very powerful ranged enemies, so 
deploy plenty of ranged and melee units with fewer flyers. 
Place Water Espers in your Esper Troupe, with one of each 
ranged type that can cause Stop and Confuse status. Since 
the Infernal Wolves can inflict Confuse status on your troops, 
deploy either Penelo or Fran to dispel it: you can also equip 
Llyud with the Mythril Gloves to nullify Confuse. 


MISSION PREREQUISITE 

Clear Mission 8-4 


ENEMY UNITS 

Red Flan, Salamander, Infernal Wolf, 
Red Wyrm, Vampyr 


A 


> MATERIAL NODES < 


Strange Liquid (Aqueous Fluid), Inscrutable Bones (Robust Carapace) 


ITEMS 

ITEMS GAINED FROM GOBLIN POUCH 
Ring Wyrm Scales (75%), Emperor Scales (25%) 




[SUMMONING MELEI 
THE FEOL WARREN 


The Limpid Crystal node gives you a 17% chance of 
acquiring a Fire Gem, whiie the Solid Stone node provides 
Durable Metal (which is necessary for many weapon 
recipes). Ranged units are part of every enemy group on 
this map. However, you should still deploy both Filo and 
Llyud for scavenging purposes; enemy leaders guard the 
access routes to each Material Node, but Filo and Llyud can 
fly over the rivers of magma to reach them. Many of the 
enemy Espers are weak against Water, so include either 
Shivars or Shiva in your Esper Troupe. If you plan to include 
a Rank II melee-type Esper, Tonberries are a better choice 
compared to Cuchulainns. 


MISSION PREREOL ISI I L 


Clear Mission 8-4 




ENEMY UNITS 

Leaders: Warrior, Wamiage, 
Gladiator, Black Mage, Seeq 
Others: Remora, Salamander, 
Sagittarius, Wyvem, Ifrit 


, MATERIAL NODES > 

limpid Crystal Inferno Crystal), Strange Liquid (Volatile Compound), 

Sole Stone Durable Metal i 


TIT Y 


11600 Gil, Auradte 

ITEMS GAINED FROM GOBLIN POUCH 
Adamant Nugget 175- o). Adamant Ore (25%) 



Every kind of Esper unit type appears here. This is the only 
mission you can repeat to acquire Zodiac Ores, Everburns, 
and Diamonds. The Espers change each time you try this 
mission, plus they appear in locations according to their rank 
and type. All enemy leaders are flyers, so deploy ranged and 
flying Espers in your Esper Troupe. If you re going to deploy 
a Rank 111 Esper, choose a flying-type to deal with the enemy 

■ O m* f J 


meiee units. 


MISSION PREREQUISITE 

ENEMY UNITS 

1 

Clear Mission 9-1 

Leaders: Sky Soldier, Sky Warrior, 
Dragon Knight, Sky Samurai 


Others: Djinn, Sahagin, Remora, 


Goblin, Bomb, Aquarius, Ramih, 
Gnoam, Balasa, Cuchulainn, Ixion, 
Golem, Lamia, Shivar, Sagittarius, Cu 
Sith, ifrit, Shiva, Ramuh, Titan 



ITEMS 

Everbum, Auradte 

ITEMS GAINED FROM GOBLIN POUCH 

Zodiac Ore 10%, Diamond 10%, (80% chance to obtain nothing) 


















































































MIDLIGHT’S 


X 

“ - 'aors of Midlight’s Deep represent a sampling of all the 
: Parent missions in the game, There are stealth missions, 
endurance missions, soul crystal missions, treasure hunting 
- ssions and plain old blow-up-all-the-evil-monsters missions. You 
also see sights here that you won't see anywhere else, including 
even e\ ii mirror-universe versions of your own party members! 

Midlight's Deep dungeon unlocks after you complete Mission 
9-4. Tnis dungeon is technically a series of Melee Battles and 
functions under many of the same rules, For instance, the levels of 
the enemies change based on the levels of your own characters. 
Tnis makes strategy of utmost importance in this dungeon; if you 
r un into a problem, you can't simply out-level it. In addition, many 
of the levels feature monsters that are randomized each time you 
play through, meaning that in many cases you must diange your 
Esper combinations on the fly to ensure advantageous pairings 
during the missions. 

The 10 levels of Midlight's Deep are played as a series of 
successive missions, all sei on the same map. You can change your 
equipment, party, and Esper layouts in between floors, but you 
can t visit the airship to buy new equipment or play other missions 
in between. If you get stuck, you ran choose to "Exit to World 
Map from the pause menu during a mission. This returns you to 
the World Map and allows you to continue the game as before. 
However, all die progress you made up to that point is lost and 
you restart from the first floor again. 
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Destroy the enemy soul 
Your soul crystal must survive 


The first mission of Mid light's Deep features a full 
complement of randomized Leaders and Espers, 
with only one fixed unit: the Midiights Deep- 
exclusive leader, the Berserker. The Berserker's 
stats are higher than a normal Warrioris, but he's 
the same in at! other respects. 
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Mission Map: Well of Whispered Oaths 
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' this mission, reliable group leaders like Basch, Ashe, Llyud, and Kytes are 
recommended, as well as a healer like Penelo or Fran. However, this Is a fairly 
;esy mission, so you can deploy anyone you're comfortable with. Since enemy 
isper deployment is random, assign your Esper Troupe accordingly. If there's 
no obvious elemental choice presented, Lamias are always a solid option. 


Go along the right side of the map and capture the first neutral summoning 
gate. After you defeat enemy group B (which automatically moves to capture 
the same gate), enemy group D moves to open the other neutral gate, leaving 
the enemy soul crystal wide open. Plow through enemy group E lassuming 
they remain behind at their starting location), skip the summoning gates, and 
just send everything you have after the enemy's red soul crystal. 




This is a straightforward Monster Melee against lots of Great Malboros and 
the Midlight's Deep-exclusive Mom Bombs. Mom Bombs are similar to regular 
Bombs, but these foes cast Blindga, making it difficult to defeat them from 
afar as normal strategy would imply. In addition, progressively larger groups 
of Great Matboros appear from the center of the map, making it essentia! to 
complete the mission quickly. 



Defeat alf enemies! 

At least one ally must survive. 
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Great Maiboro 
Mom Bomb x4 


Great Mai bora 
Mom Bomb x4 




The only enemies that appear on this map are Malboros and Mom Bombs, so deploy ranged and flying units, as well as Penelo for healing purposes, if you have 
the Ribbon, then deploy Ashe as one of your ranged leaders, as it will allow her unit to resist the Mom Bombs' Blindga and the Malboros' Bad Breath abilities. In 
addition to Carbuncles to assist with healing, put Sirens and Shivars into your Esper Troupe to eliminate the Mom Bombs. 

None of the groups will approach your party, so it's easy to pick them off one at a time. Since the Maiboro reinforcements get progressively larger, you need to dear 
the mission as quickly as possible. The Mom Bombs can cause serious damage with their Self-destruct ability, but they'll also crumble in the face of Kytes's Biizzaga 
ability. Have Llyud go on ahead to Jump on the Maiboro in each group before the rest of the party approaches. This will false-trigger the Mai boro's Bad Breath and 
the Mom Bombs’ Blindga and lure the Mom Bombs into groups, allowing them to be picked off with a single spell. 
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This is a difficult mission, fuii of aggressive enemies that will continually respawn thanks to the enemy soul crystal. Note, 
however, that the goal is not to destroy the soul crystal, but to defeat the Midlight's Deep-exclusive enemy the War-chief. 




Defeat the War-chief! 



At least one ally must survive. 
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' i Changes based on Espers chosen randomly before each mission. 


sion Map: W ell of W nlspered Oaths 







Esper A x2 
Esper D x3 
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For this mission, deploy Vaan, Kytes, Uyud, Penelo, and Basch. The enemy 
Leader and Esper deployment (other than the War-chief) is completely random 
Choose a Rank IN Esper of appropriate element to deal with whichever 
t emies are deployed, as well as Carbuncles for healing. 

Assuming Golems aren't part of the enemy Esper Troupe, though, you should 
i deploy Lamias as your second Rank II Esper. The enemies in this 
r are extremely aggressive, and the Lamias' Entice ability will help you 
. ■ - :ng enough to reunite your groups and retaliate. 

■te* * s mission starts, your leaders are split up on opposite sides of the 
, :ur first priority is to re-unite them. If you're good at managing 
groups, try to direct them both toward the left side of the screen, 

* . mnoning gates along the way until they meet up in the middle. 







































































































Once your Leaders are re-united, this mission becomes very straightforward. 
The War-chief won't move from the center of the map, so start sealing the 
enemy summoning gates until you have enough Espers to overwhelm the 
central group. If you have any quickenings, use them to clear out the cluster of 
enemies in the center platform. 
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fn this mission, you must fight through a seemingly endless number of random 
reinforcements, ail while avoiding a patrol of extremely powerful Level 99 enemies. 
If you can survive for 6 minutes and 30 seconds, you clear the mission. 

* At feast one ally must survive, 
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3n addition lo the enemies listed 
here, waves of enemies will appear 
in progressively larger numbers at 
approximately 30 second intervals from 
the locations indicated in green. 

T 1 The enemies in enemy group E are Lv, 
99. However, all other reinforcements 
of this Esper type that appear will be 
your party's Avg Lv +4 
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leaders to best counter the enemy Espers that appear. Fast-moving 
: ke Chocobos, ixions, and Wyverns can work well in this battle. However, 
nt speed is less important than the ability to easily and quickly 
with the continuous reinforcements that spawn onto the field. 

coal is to survive for 6 minutes and 30 seconds, with the enemy 
r T rforcements appearing in groups roughly every 30 seconds. A lot of your 
_::ess depends on which Espers appear in the random shuffle. If you end up 
-- a wide range of elemental properties, it’s difficult to pick out an Esper 
Troupe to fight them. If the Rank III Esper that appears for the enemy is one 
--at moves quickly, like Odin, reshuffle until you get someone slower. 


I * 


After making one full circle around the map, stay near the starting point for the 
rest of the mission and fortify your group as the enemy reinforcements appear. 
At close to six minutes, enemy group E will deviate from its course and attack 
your party. When this happens, though they’ll be on the other side of the map. 


When the mission starts, pull your group back to the platform at the left of 
the starting platform and allow the powerful enemy group E (filled with level 
99 baddies) to move past. Next, move around the outer ring of the map anc 
follow enemy group E as it moves on its track clockwise around the map. if you 
always remain one platform behind, you can easily stay out of danger. 
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Destroy the enemy soui crystal! 
Your soul crystal must survive, 
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in this mission, you end up facing your worst nightmare: Yourself! The enemy leader 
deployment here consists of evil "mirrorverse" versions of Vaan and the gang and 
will change to match whatever your current deployment is-including your current 
equipment The enemy Espers that appear are randomized, with the only constant 
being the Carbuncle. 
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1 i identical to your corresponding leader deployment 
’2 Changes based on Espers chosen randomly before each mission. j 








































































































Since the enemy Leaders in this battle are identical to the ones you deploy, 
and the Espers are random (except for the Carbuncles), it's difficult to advise 
deployment options. Ashe's Empyrean Edict quickening (which prevents 
enemies from summoning Espers) and Vaan's highly destructive Pyrodasm 
quickening make them good options.. 

Send your two fastest leaders to capture two neutral summoning gates. Enemy 
group C will move toward one of the gates, so send your entire force at them. 
There's a good chance that after doing so, the resurrected enemy leaders along 
with enemy group D will make a bold charge for your soul crystal. Use all the 
abilities at your disposal to survive this wave, then push directly forward to the 
enemy soul crystal. 

If you capture the enemy summoning gate on the second platform, the 
resurrected enemies will regroup around one of their remaining summoning 
gates rather than attacking your soul crystal. Exploit this opening to take your 
own shot at their soul crystal, using whatever abilities you need to take out the 
remaining Enemy Croup A. 
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* At least one ally must survive. 


This mission is a race to open the six treasure chests that appear on the map. A level 
99 Bahamut serves as guardian of the ievei's treasure and patroisthe map on a 
predictable course. You can only deploy three party members and no Espers. 
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The Measure chests on this map 
will contain one of the following 
hems: Diamond, Zodiac Ore, Water 
Gem, Fire Gem r Storm Gem, Earth 
Gent, Storm Stone, Water Stone, 
Fire Stone, Earth Stone, Mythri! 
Shards, or Tiger-eye. 
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5 "t you have only three Leaders and no Espers to deploy, try using Vaan, Uyud, 
; *: Penelo. Equip Liyud with the Mythril Cloves to prated him from the Lamias' 
Em ce ability, and keep his Revive ability on hand in case Penelo falfs in battle, 


Tre level 99 Bahamut is a powerful enemy, far too powerful to fight with just your 
leaders alone. He moves on a set path, making it easier to avoid him while 
i: :■: c the treasures. Follow the path on tine Recommended Route map for best 

















































































It's important to fill Vaan's Mist Charge gauge before you reach the last chest. He’ll need a quickening to annihilate the enemies that surround it, and to eliminate 
the Lamias so that they can't Confuse him. if Bahamut is on your tail by the time you get to step 5, ignore enemy group B, leave Llyud and Penelo behind to soak up 
Bahamut's attacks, and send Vaan to pick up the last chest on his own. The mission ends once he opens the chest. 
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• Capture the summoning gates! 

• Your soul crystal must survive. 


In this mission, you must protect your soul crystal from hordes of enemies coming 
from all sides while sealing the six enemy summoning gates. The enemies consist 
of a variety of Chocobos exclusive to Midiighf s Deep. The most troublesome are the 
Black Chocobos and Tricksters. 
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PART 3 : The Missions 



ft 


r— 


---. 


r- 






\ZJ 




i- 


Missic 



i- at n_ 

r \ \ rl 


d Oaths 



J 



( MAP DAI 

—-'N 


Summoning Gates 

Ally 

0 

Neutral 

0 

Enemy 

6 

Soul Crystals 

Ally 

1 

Enemy 

N/A 

FP 

a 

0 0 

0 


" listed here, 

f: - _ ;T.' c:s _ r i^r C~ to to ar l: 
Black Ox3ckxj 5 wl enrage from the 

SU- ' r : - : “- 


4 ' 







ra 

A *■ 


B D £ M 


wm 


|#1 

I. 


TH 






■ m 


I ^ II 

liiH 


o— 


Most of the enemies are melee or ranged and they fight in groups. This means 
that Melee and Flying units are the order of the day, especially those with 
large area effect attacks. Basch, Llyud, and Kytes are useful in this respect. 

Filo or Vaan are also good choices to use to open the summoning gates. Ashe 
can also substitute for Basch or Llyud, as her basic attack has an area effect 
and her Empyrean Edict quickening can be very useful against the enemy 
reinforcements. As a ranged unit, however, she's less effective against the large 
swarms of melee-type opponents. 

: or your Esper Troupe, choose a Level 111 flying Esper with a large area attack. 
Sahamut is ideal, but Exodus is an acceptable substitute. Choose Carbuncles 
for healing, too. Although Lamias are ranged Espers, their Confuse ability is 
very useful against the Chocobos, Wyverns are also good for attacking large 
■umbers of enemies en masse. 

the mission starts, enemy group A comes directly after your sou! crystal. 

ei this occurs, send Filo past them to open their summoning gate; they 
g-:re her and target your main party instead. Once the summoning gate 
srj. summon as many Rank ff-fff Espers as possible fo fend off enemy 
grt :s D and E. If you've deployed Vaan or Kytes, summon the majority of 
- il Espers to their teams to fill up their Mist Charge gauges. Any Chocobos 
tit .: j don't KO will pull back to join enemy group C and make periodic 
lads on your position, so keep your main party on the south side of the souf 


With the majority of your party in the center of the map to protect your sou! 
crystal, send Filo along the light blue Recommended Route path to capture 
the remaining summoning gates, sending Vaan or Llyud along to speed up the 
process. Use your Rank III Esper to clear out any remaining gate guardians. 
Eliminate the Tricksters right away to prevent them from using their long-range 
Choco Comet attack. 
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Use your Rank Ml Esper to defeat enemy grouj 

4b. Send the rest of your force to eliminate enemy group C and capture the final summoning gate. 
If Kyles, Vaan, or Ashe has a quickening, use ii before making this final run on the gate. 



Defeat all enemies! 

At least one ally must survive. 


On this floor, the goal is to endure the five waves of assaults from various creatures. 
Each wave consists of more monsters coming from different directions, but there's a 
summoning gate at your disposal. 
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Mission Map: W ell of Whispered Oaths 
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Kytes is absolutely indispensable in this mission, as his Magick can almost 
single-handedly devastate a single group of flying or ranged Espers. For 
other leaders, choose those with wide attack areas. Ashe and Llyud are useful, 
since both can equip accessories that resist the Confuse status inflicted by the 
Infernal Wolves. 

For your Esper Troupe, choose a Rank III Esper with a wide area-effect attack 
Bahamut is preferable). Fill the rest of your Troupe with Espers with wide 
aitack areas (such as Wyvernsl or Lamias. Sirens are also a good choice, as 
they'll tear through the Infernal Wolves with ease. 


• eep your team around the summoning gate at the center and fight 

*e enemies as they appear. Position Kytes and your Rank II! Esper at 
: pposite ends of the summoning gate so they can be the first to attack the 
re nforcements. When the last two waves of enemies appear, form a circle with 
i:ur offensive units and place your healing units and the summoning gate at 

■ e tenter of the circle to dole out healing as necessary. Save any mass-attack 
: elings for the infernal Wolves. 
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The Midiights Deep-exclusive leaders in this mission are extremely powerful, so it takes good strategy to defeat them. The toughest foe 
is the Wizard, who hides behind a wall of Golems and casts powerful stone attacks on top of a full compliment of elemental ma^ick. 



* Defeat all enemy leaders! 

* At least one ally must survive 
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Mission Map: W ell oi WTiispered Oaths 
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r -; -: -: to focus on the Wizard, so build your party with the intention 
- —- ■"£ ;*:s foe. Golems are your best choice here, as they can resist the 
s. :dous Stone attack and the attacks of the Golems. 

: - ;e there are no summoning gates, deploy Vaan and Basch so that you'll 
: jr Golems in your starting Espers. Also deploy Llyud, Penelo, and 
Fill the rest of your Esper Troupe with Carbuncles and a powerful 
-£cd or flying unit for Llyud or Kytes. Sirens are a good choice to deal with 
-f eld's plentiful Balasas, as are Lamias for their ability to cause the Confuse 
status effect. 


‘.'ove counter-clockwise around the map, defeating each of the Leaders. The 
following tactics will help you reach the final battle with the Wizard with a 
minimum of casualties. 

Enemy Group A: The enemy Balasas can tear through your Golems, so keep 
them in the back row at first. Let your leaders and other Rank II Espers do 
the fighting, using Kytes’s magick as necessary, Once the Balasas have been 
engaged, you can send the Golems in to dean things up. 

Enemy Group B: Try to get the Shivars into a group. Leave your main party 
behind to deal with the four Balasas from enemy group F and send Llyud by 
himself to use his Jump attack on the Assassin. The entire group will move 
forward and cluster together, turning them into a perfect target for a Firaga 
from Kytes! 


Enemy Group C: Tine Bailista s special abilities make the Jump tactic too 
dangerous here, but your Golems are custom built for fighting Sagittariuses. 
Send your melee units lumbering forward to deaf with Ballista's group, leaving 
Kytes and Llyud out of harm s way to deal with the Cu Sitlis and Shivars from 
enemy group F. 


Upon reaching the map s northernmost chamber, send your remaining Golems 
at the Wizard from behind, if Basch s Mist Charge gauge is full, use his 
Apocalypse Shield to give his Golems 2 little more life. Let the Golems soak 
up the damage and keep your leaders in the back raw to hit the Wizard with 
magick, abilities, and quickenings. 



The last floor of Midlight's Deep features one mother of a battle against the extremely powerful Esper Yiazmat. The reward 
for completing this battle is a host of rare materials for forging, as well as a significant upgrade to Vaan's sword, Anastasia. 



■HP 

Defeat Yiazmat! 



At least one aliy must survive. 
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'1. Only two teams from each reinforcement party vM be 
on the field at a time, 

'2, Approaches after Yiazmat is attacked, or after all four 
original Carbundes from enemy group F are defeated. 
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Golems are perfect for this mission. Not only is Yiazmat weak against their 
unit type and their element, blit Golems also have natural resistance to the 
Stop effect caused by Yiazmat's White Breath and to the Confuse effect of 
me Lamias. Also, deploy Carbuncles and a Rank III Esper of your choice. A 
nan-elemental melee type, like Gllgamesh or Odin, will be good for resisting 
Yiazmat attacks. 

For your leaders, deploy Basch, Ashe, Llyud, Kytes, and Penelo. Depending 
on your preferences, you can safely substitute Vaan for Basch and Fran for 
Llyud. Llyud is useful as an attacker, since his Mythrii Gloves will let him resist 
Confuse and his Lancet and Revive abilities are effective as well. On the other 
hand, Fran provides another set of hands to dispel Confuse and Stop effects. 

In making the decision between Vaan and Basch, consider Vaan if you want a 
stronger offense and Basch if you want a stronger defense. 


MISSION STRATEGY 




To defeat Yiazmat move around the outskirts of the map to reach the 
summoning gate. Make sure to use Kytes's Magick to clear any enemies. The 
reinforcements continue to spawn, so get to the summoning gate as quickly as 
possible. 

After opening the gate, dismiss your Rank! Espers and summon a Rank 
ill Esper and lots of Golems to Basch, Vaan, and Kytes. Spend some time 
fortifying your Espers and fighting enemy reinforcements; building up your 
Mist Charge gauges for the fight against Yiazmat. 



in preparing to fight Yiazmat, use Kytes's Magick to lure out the Carbuncles in 
enemy group F, but only defeat three of them. If you defeat all four, Yiazmat 
and the other enemy reinforcement groups will come after you. When one 
Carbuncle remains, it's time to fight Yiazmat! When fighting Yiazmat, organize 
your units as follows: 


LEADERS & ESPERS 

MAIN ROLE 


Basch Vaan, Golems 

Front-row Attackers 

Ashe, Rank III Esper 

Mid-row Interference 

Fran Llyud, Kytes 

Back-row Support 

Peneio, Carbuncles 

Healine 


Send your front-row attackers to attack Yiazmat and have Penelo and the 
Carbuncles heal from afar, if you ve deployed Basch, use his Apocalypse 
Shield quickening to prolong die life of his Golem group. Mid-row interference 
units can attack Yiazmat or pick off reinforcements, in particular defeat any 
Carbuncles, as they can slow your progress significantly. Keep the ‘back-row 
support" units out of the range of Yiazmat's White Breath and concentrate their 
attacks on enemy reinforcements only, if things get difficult start chaining 
Magick and quickenings on Yiazmat. 


V 


Defeating Yiazmat will earn you some serious bragging rights and some 
pretty fancy loot. You receive the following rewards every time you dear the 
dungeon: 


Fire Gem, Earth Gem, Water Gem, Storm Gem, Zodiac Ore (or Diamond] (M) 


1 |A I 1 V 


*1. Only received the first three times you complete the dungeon. 

In addition, the power released by defeating Yiazmat earns a +10 bonus to the 
Atk values and each of the attributes on Vaan’s sword Anastasia. 
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Here it is, the nuts and bolts chapter for all those who are deeply serious about Final Fantasy XII: Revenant Wings. This data chapter digs deep into the 
frightening numbers that underpin all of the gameplay greatness. Have at it! 


This game features four types of items: weapons, armor, accessories, and materials. Weapons, armor, and accessories are equipped by your leaders for use during 
missions, white materials are used as ingredients for forging new weapons between missions. 



Weapons: Weapons raise attack abilities, increasing the amount of damage your leaders can inflict. You can find new weapons inside 
treasure chests, earn them by completing certain missions, buy them at Tomaj's shop, or have the Master Artificer craft them at his Forge in 
your airship's Sky Saloon. 

Armor: Armor raises defense abilities, decreasing the amount of damage your leaders take from most attacks. You can find new armor 
inside treasure chests, earn it by completing certain missions, or buy it at Tomaj's shop in the Sky Saloon. 

Accessories: When equipped, these items grant your leaders support abilities that can have a variety of effects, from buffing your party’s 
stats to granting them status effect immunities. You can find new accessories inside treasure chests, earn them by completing certain 
missions, or buy them at Tomaj's shop in the Sky Satoon. 

Materials: Cu Sith, Master Artificer at the Forge in your airship's Sky Saloon, uses these items as ingredients when he forges new weapons. 
You can also sell materials to Tornaj for cash. Materials come in three grades: High, Medium, and Low. You can acquire materials by 
scavenging Material Nodes, earn them by completing certain missions, or buy them at the Materials shop run by Llyud in the Sky Saioon. 









Each leader has his/her own unique set of weapons, armor, and accessories. 
For example, only Vaan equips one-handed swords as weapons, chestplates 
as armor, and special boots as his accessory. Here s a fist of leaders and their 
item sets: 


, r 
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Vaan: One-Handed 
Swords, Chestplates, 
Boots 


Kytes: Rods, Robes, 
Pouches 


Llyud: Lances, 
Pendants, Gloves 


Fran: Bows, Body 
Suits, Masks 


Basch: Two-Handed 
Swords, Body Armor, 
Helmets 



Peneio: Staves, 
Costumes, Bracelets 


Fiio: Skybandits, 
Vests, Earrings 


Balthier: Guns, Light 
Armor, Rings 


Ashe: Hand Bombs, 
Clothes, Necklaces 


Ba'Gamnan: 
Chainsaw, Heavy 
Armor, Shield 


Your party can haul around a lot of stuff, but there is an upper limit to the total 
items you can carry in your inventory. This limit increases as new characters 
join your party. By Chapter 8, you'll have nine characters in your party who can 
carry a combined total of 501 items! 

Equation for Item Inventory Upper Limit: 473 + [Characters in your party x 3] +1 ’ 

(’ The +1 is added when you acquire the special sword Anastasia,) 

Upon reaching your inventory limit, you can no longer buy items from the Sky 
Saloon shops. You must also discard any items over the limit when you acquire 
new items after clearing a mission. When this situation occurs, just sell off 
expendable low- and medium-grade materials that can be easily purchased at 
the Materia! Shop first 
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; -i of the most important tactical choices you make before each mission is weapon selection. Changing weapons from mission to mission can play a huge roie in 
oof success. For example: If your primary flying enemy in the upcoming battle is weak versus the Water element, you should equip a ranged leader with a weapon 
that inflicts Water damage. 

~"j jghout the game, you will want to find, earn, buy, or forge new weapons whenever possible. Sometimes you find a new weapon Inside a treasure chest or earn 
■ as a completion bonus after completing a certain mission or hunt. Oftentimes, you must buy new weapons from Tomaj or have Cu Sith, Master Artificer, forge 
them from materials you provide at their respective Sky Saloon shops, 


Multiple Ways to Get Weapons 


Note that, in most cases, there is more than one way to acquire a particular weapon. For example: If you miss the Blood Sword hidden 
inside the treasure chest in Story Mission 7-1, you can still forge it later after you obtain the Connoisseur's Guide recipe book in Story 
Mission 7-2, or you can buy it at Tomaj’s shop after clearing all Chapter 8 missions. 


HOW FORGING ALTERS WEAPON 


<> 


When wielded, many weapons not only inflict Attack damage on enemies during combat but also boost one or more of the user s five basic attributes 'Strength, 
Magick, Stamina, Mind, and Speed). Which attributes are boosted and by how much depends on the quality of the materials used in forging and on your answers to 
the questions asked by the Master Artificer before the forging process begins. 

For more details on how this works, check out the section on Forging later in this section. Note also that if you choose to sell a forged weapon, the price you receive 
is also modified by the material's quality. 

- THE WEAPONS TABLES - 


The following tables present al! significant stats and attribute-boosters for every weapon in the game. Each weapons table also provides the following info: 


4 


'How/When Weapon Is Acquired" describes where, when, and how each weapon can be acquired. "Mission” indicates in which missions the 
weapon will appear as a mission reward. "Treasure" indicates in which missions the weapon can be found in a treasure chest. 

The "Forged?" column indicates whether or not the weapon can be forged, A "0” means the weapon can be forged, an "X" designates it 
cannot be forged, and an means that forging is the only way to acquire this weapon. 

The “Needed for Forging" column illustrates if the weapon can be forged, then which Recipe Book you need, which mission that book is 
available, and what three "recipe" materials are needed for forging the weapon. 

"Cost/Sell" shows what the weapon costs if you buy or sell it at omaj's shop. (Note that if you meet certain conditions during the game. 
Tomaj lowers his asking price 5 or even 10 percent.) 

Skill” indicates the basic physical or elemental attack/action executed while the weapon is equipped-e.g„ Attack, Cure Bows, Hand 
Bombs, Fire, Lightning, Earth, and so on. This also includes base damage, range, and extra effects such as Slow or Immobilize inflicted by 
the weapon's attacks. 
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+ Worn Hide) 



1 1 / 


MYTHR1L STAFF 


B cost B 

ATT. MAG.-ATT. ATT. SPD, 

ELEMENT 

BUY SELL 

15 30 12 


0 750 375 

EFFECT ON USER'S ATTRIBUTES 

FORGED? 

SKILL 

STR. MGK. STM. MND. SPD. 

m 0 

Cure (Heal:20/ Range:5 


Bfect:HP Restore) 

: HOW/WHEN WEAPON IS ACQUIRED v 

TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE OTHER 

Artificer's Handbook {3-1: 



„ . Common Metal + Yellow 

Alter 01.3 aeared Cem!lme . 

3-3 

— 

Carapace) 



VESPER POLE 


COST 

ATT. MAG.-ATT. ATT. SPD. 

ELEMENT 

BUY SELL 

20 40 12 


0 2200 1100 

EFFECT ON USER'S ATTRIBUTES 

FORGED? 

SKILL 

STR. MGK. STM. MND. SPD. 

r\ 

Cure (Heal:20 Range:3 


u 

EffectHP Restore! 


HOW WHEN WEAPON IS ACQUIRED 

TOMAJ’S SHOP NEEDED FOR FORGING MISSION TREASURE OTHER 

Primary Principles (3-5: Green 

After Ch.5 Begins Gemstone + Fragrant Wood + 4-2 

Furry Hide! 

































STAFF OF PROTECTION 

ATT. MAC.-ATT. 

50 


ATT. SPD. 

12 


ELEMENT 



EFFECT ON USER'S ACTRiBUTES 

jHHHH 

FORCED? 

STR. 

1 MGK. 

STM. 

MND. 

SPD. 

X 

“ 


+10 

+10 



COST 

BUY 

SELL 

3600 

1800 


Cure iHeai:20 Sarrge:5 
EffectrHP Restore) 


HOW/WHEN WEAPON IS ACQUIRED 
TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE 

After Cb.5 Begins - 


iSR?i 


OTHER 


SILVER STAFF 

ATT. MAG.-ACT. AH. SPD. 

30 60 12 

EFFECT ON USER'S ATTRIBUTES 
SIR. MCK. STM. MND. SPD. 


ELEMENT 


COST 

BUY SELL 

MWBi 4700 2350 

FORCED? SKILL 

q Cure (Heal 20'RangerS/ 


EffectrHP Restore) 

HOW/WHEN WEAPON IS ACQUIRED " - 

TOMAJ SSHOP NEEDED FOR FORGING MISSION TREASURE OTHER 

Armament Almanac (6-1: 

Brilliant Ore + Blue Gemstone T59 
+ Solid Carapace) 


After Ch.8 Begins 


PYROSCEPTER 


ATT. 

30 


MAG.-ATT. 

65 


ATT. SPD. 

12 


EFFECT ON USER'S ATTRIBUTES 


STR. 

| MGK. 

STM. 

MND. 

SPD. 

— 

+15 

— 

— 

— 


_■ COST 

ELEMENT BUY SELL 

@ - 3000 

FORGED? SKILL 

* Cure (HeaJ:20 'Range:5 
EffectrHP Restore) 


TOMAJ'S SHOP 

NEEDED FOR FORGING 

MISSION 

(treasure 

OTHER 

— 

Everttum Essentials :756: 
Everbum + Smooth Wood + 
Smooth wood) t 

— 

— 

— 


POLE OF BLESSINGS 

ATT. MAG.-ATT ATT. SPD. 

35 70 12 a 

EFFECT ON USER'S ATTRIBUTES 
STR. MGK. STM. MND. SPD. 

:: x 

+15 

HOW/WHEN WEAPON IS ACQUIRED 
TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE 

7-2 


il| cost g 

ELEMENT BUY SELL 

® - 3700 

FORGED? SKILL 

Cure ;Heal:20 Ranged 
EffectrHP Restore) 


OTHER 


GOLDEN STAFF 

An. 


MAG.-An. 


An. SPD. 


ELEMENT 


40 


80 

12 


EFFECT ON USER'S ACTRI BUTES 


STR. 

| MGK. 

STM. 

MND. 

SPD, 

— 


— 

— 



FORGED? SKILL 

Cure (Heal20/Ranz 
EffectrHP Restore 


0 


TOMAJ'S SHOP 

NEEDED FOR FORGING 

MISSION 

After Qi.8 Geared 

Dragon's Devices (8-1: 

Precious Ore + Red Gemstone 
+ Robust Carapace) 

8-2C 


.-TV >: 

Mm 

r « 


O’ 


NIRVANA 

An. MAC.-An. An. spd. 

40 90 12 

EFFECT ON USER'S AnRIBUTES 
STR. MGK, STM, MND. SPD. 


COST 

ELEMENT BUY SELL 

- 66 

FORGED? SKILL 

* Cure (Heal:20-'Range f 


----- -- EffectrHP Restore) 

g||£ HOW/WHEN WEAPON IS ACQUIRED 

TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE OTHER 

Forbidden Grimoire (T72) - - - 


RAQSSHARQI 


COST 


Br att. H 

MAG.-ACT. 

ACT. SPD. 


ELEMENT 

BUY 

SEL- 

50 

100 

20 




O 

— 

-- 


STR. 

MGK. 

STM. 

MND. 

SPD. 

— 

-- 

— 

-- 


Revitalize (Healri 5' 
RanaerS EffectrHP 

L_ 

Restore, Status Restore 


HOW/WHEN WEAPON IS ACQUIRED 


j TOMAJ'S SHOP 

NEEDED FOR FORGING % 

MISSION 

— 

— 

T80 


OTHER 


>V.” 






< 



rti 



PART 4: 



■ 


\ 


A 



O 


ROD OF FIRE 

An. ■ : jviAG.-An. An spd. 

5 10 36 

, EFFECT ON USER'S ATTRIBUTES 

STM. 


STR. 


MCK. 


COST 

ELEMENT BUY SELL 

0 300 150 

FORGED? SKILL 

x Fire (Damage: 10/ 

- Range:4) 

HOW/WHEN WEAPON IS ACQUIRED 

OTHER 


MND. 


SPD. 


TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE 


Kytes's 

Starling 

Equipment 




GAIA ROD 

COST i f 

ACT. MAG.-ACT. ACT, SPD. 

ELEMENT \ BUY SELL 

10 20 36 

$ 700 350 

; EFFECT ON USER'S ATTRIBUTES 

FORGED? SKILL 

STR. MGK. STM. MND. SPD. 

Stone (Damagerl O' 
Range: 4) 

« mm i M „ 

HOW-WHEN WEAPON IS ACQUIRED WtHtHKSM 


TOMAJ'S SHOP NEEDED FOR FORCING 

Starter Manual (2-1; Fine- 
After 3-1 Geared grained Wood + Small Bone + 

Earth Shard) 


MISSION TREASURE OTHER 


2-1 



































































X 


i :d of lightning 



COST 

AFT. MAG.-ATT, 

ATT. SPD. 

ELEMENT 

gf) BUY SELL 

15 30 

36 

§ 

850 425 

EFFECT ON USER'S ATTRIBUTES 

FORGED? fffifff 11,1111 

“ MGK, |1 STM. 

MND. SPD. 

/■% 

Thunder 


#' ■ 

0 

(Damage: 1 D/Range:4) 




HOW. WHEN WEAPON !S ACQUIRED 


—MAJS SHOP 

NEEDED FOR FORGING '•%. 

MISSION 

TREASURE 

OTHER 

■fef Ou3 Cleared 

Artificer's Handbook (3-1: Fine¬ 
grained Wood + Worn Hide + 
Storm Shard) 

“ 

— 

— 


ROD OF ICE 

ATT. MAG.-ATT. ATT. SPD. 

20 40 36 

EFFECT ON USER'S ATTRIBUTES 


_■ROST 

ELEMENT BUY SELL 

6 £§ 1700 850 

FORGED? SKILL 


STR. 


MGK. 


STM. 


MND. 


SPD 


0 


Blizzard (Damage:! 0. 
Ranged) 

HOW/WHEN WEAPON IS ACQUIRED 

TOMAJ'S SHOP NEEDED FOR FORCING MISSION TREASURE OTHER 

Secondary Principles (4-1; 

After Ch.3 Cleared Large Bone + Timeworn 

Carapace + Water Shard) 


STORM WAND 

ATT. flfl 


MAG.-ATT. 


ATT. SPD. 








20 

45 

22 

EFFECT ON USER S ATTRIBUTES 

STR. || MGK. 

STM. 

MND. 

SPD 


— 




_ m cost 

ELEMENT |; BUY SELL 

§ 2000 1000 

FORGED? SKILL 

Thunder (Damage:10/ 
Range:4'Effect:S!ovv) 


0 


HOWAVHEN WEAPON IS ACQUIRED 


TOMAJ’S SHOP 

NEEDED FOR FORGING : 

MISSION 

TREASURE 

OTHER 

: After Cli.S Begins 

Primary Principles (3-5: 

Fragrant Wood + Furry Hide - 
Storm Shard) 

4-5 


— 


/ 


✓ 


EARTH WAND __ 

ATT. MAG.-ATT. ATT. SPD. 

25 50 20 

EFFECT ON USER'S ATTRIBUTES 
5TR. MGK. STM, MND. SPD. 


_■§ COST 

ELEMENT BUY SELL 

% 2900 1450 

FORGED? SKILL 

_ stone (Damage: 10. 


Ranged EffecLBIind) 

HOW/WHEN WEAPON IS ACQUIRED 


PART 4: Data 


ELEMENT 

- 

FORGED? SKILL 

* fife 

_ - 


COST 

BUY 55. 


PYROWAND 

ATT, MAG.-ATT, ATT. SPD. 

30 65 15 

EFFECT ON USERS ATTRIBUTES 
STR. MGK. STM. MND. SPD. 

♦15 - - 

HOW/WHEN WEAPON IS ACQUIRED 

TOMAJ’S SHOP NEEDED FOR FORGING MISSION TREASURE OTHER 

Everbum Essentials (T56: 

Everbum + Solid Carapace + 

Fire Shard) 


LAVA WAND 

ATT. 

40 


ATT. SPD. 

12 


ELEMENT 

a 



EFFECT ON USER'S ATTRIBUTES 


| STR. i 

MGK. 

STM, 

MND. 

SPD, 

-- 

— 

— 

-- 

*• 


COST 

BUY 

SELL 

7900 

3950 

l ‘ 



Q 


HOW WHEN WEAPON IS ACQUIRED 


Fire (Damage:! 0. 
Range:4 Effect :G>ri fuse 


TOMAJ'S SHOP 

NEEDED FOR FORGING 

MISSION TREASURE 

j§ OTHER 


Tiger's Tactics (8-1 : Sturdy 



After Ch.8 Cleared 

Wood + Volatile Compound - 
Fire Shard) 

7-2 


WIZARD'S ROD 


COST 

ATT. 

MAG.-ATT. ATT. SPD. 

ELEMENT 

BUY SELL 


45 90 36 

EFFECT ON USER'S ATTRIBUTES 


O “ 7150 

FORGED? SKILL 

* Fire (Damaged0 

Ranged) 

HOW/WHEN WEAPON IS ACQUIRED 


STR. 

MGK. 

STM. 

MND. 

SPD. 

— 

— 

-- 


— 


TOMAJ'S SHOP NEEDED FOR FORGING 

Forged by Fire (T75: Sturdy 
Wood + Aqueous Fluid + 
Inferno Crystal) 

WHALE WHISKER 


OTHER 


HI ATT 

T : MAG.-ATT, 

ATT, SPD. 

45 


90 

36 4 

EFFECT ON USER'S ATTRIBUTES "4^4 

STR. 

MGK, ] 

STM. 

MND. SPD. 

— 

— 

— 

— 


ELEMENT BUY 


FORGED? SKILL 


SELL 

6600 


Blizzard (Damage :10. 
Range:4 'Effect: Pierce 


TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE OTHER 

TOMAJ'S SHOP 

NEEDED FOR FORGING ! 

MISSION 

TREASURE 

OTHER 

Amis Encyclopedia (4-5: Large 

After Ch,5 Begins Bone + Solid Carapace + Earth 

Shard) 

— 

Tempered in ice iT76: Massive 
Bone + Glistening Shard + Tide 
Crystal) 

-- 

-- 

— 


RIME WAND 


ATT. MAG.-ATT. ATT, SPD. ELEMENT BUY SELL 

30 60 22 £ 4900 2450 

stKS a [TRIBUTES FORGED? SKILL 

~ ~ Blizzard [Damage: 10/ 

Range:4 Effect :Si!ence] 


« i- . 







0 


ZEUS MACE 

ATT. MAG.-ATT, ATT. SPD. 

45 90 20 

EFFECT ON USER’S ATTRIBUTES 
STR. MGK. STM. MND. SPD, 


ELEMENT 


COST 

BUY SELL 


FORGED- SKiL: 

3*5 


- 1 - — - ■ 


Hr 

■ .jpj » _ u~L-Z — - C — *.—napMpauia 


iS!£heejIL 



TOMAJ'S SHOP NEEDED FOR FORGING MISSION 

Ann ament Almanac( 6-! Blue 
After Ch.8 Begins Gemstone + Smooth Wood + 

Water Shard i 


OTHER 


i 58 


HOW/WHEN WEAPON IS ACQUIRED 
TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE 

Hammer of lightning (T73: 

Rare Gemstone + Robust 
Carapace + Empyrean Crystal. 


OTHER 



























































i 


V 


TERRA WAND 


■ COST ® 

AIT. . MAG.-ATT. ATT. SPD. 

ELEMENT 

BUY SELL 

45 90 15 n 

c 

1 - 6000 

EFFECT ON USER'S ATTRIBUTES 

FORCED? 

SKILL 

STR. MGK. STM. MND. SPD. 


Stone (DamageriO' 

“ — — 

* 

Range :4 Effect: 



immobilize,i 


HOW/WHEN WEAPON IS ACQUIRED 
TOMAJ’S SHOP NEEDED FOR FORGING 

Anvil of Earth 171: Precious 
Ore + Massive Bone + Terra 
Crystal} 


MISSION TREASURE OTHER 





PART 4: 

Data 




"O" 


SPECTRAL EDGE 


ATT. A|| MAG.-ATT. 

;| ATT. SPD. ELEMENT BUY SELL 

10 5 

GO 1=1 300 150 

I EFFECT ON USER’S ATTRIBUTES FORGED? SKILL 

SIR. MGK. STM. 

MND - SPD - v Attack (Damage: 10/ 

— — 

X = 

Range:!) 

HOW/WHEN WEAPON IS ACQUIRED V : 

TOMAj'5 SHOP NEEDED FOR FORGING MISSION TREASURE OTHER 

After 3-1 Cleared 

Filo's Starting 
Equipment 


MYTHR1L CUTTER 

ATT. MAG -AIT. ATT. SPD. 

20 10 60 i 

EFFECT ON USER'S ATTRIBUTES 
SIR. MGK. STM. JMND. SPD. 


ELEMENT 


COST 

BUY SELL 
750 375 

FORGED? SKILL 

Attack iDamaaerlO- 
Ranee:! 


0 


1 


DISCHARGER 

ATT MAG.-ATT - ATT SPD. 

50 25 60 

T EFFECT ON USER'S ATTRIBUTES 
SIR. MGK. STM. MND. SPD. 


ELEMENT BUY 

% 2900 1450 

FORGED? SKILL 

Attack (Damage: 10 


Ranged} 

; . HOW/WHEN WEAPON IS ACQUIRED 

TQMATS SHOP NEEDED FOR FORGING MISSION TREASURE OTHER 

Arms Encyclopedia '4-5: 

Brill I ant Ore + Viscous Flu id + - 

Storm Shards 


:■ :€£ "i 


PRESSURIZER 

ATT. MAG.-ATT. ATT. SPD. 

60 30 40 

EFFECT ON USER'S ATTRIBUTES 
STR. MGK. STM. MND. SPD. 


ELEMENT 


COST 

BUY SELL 

5300 2650 


FORCED? SKILL 


HOW/WHEN WEAPON IS ACQUIRED 


Range:! / Effect: Pierce) 

TOMAJ’S SHOP 

NEEDED FOR FORCING 

MISSION TREA5URE 

Bother® 

HOW/WHEN WEAPON IS ACQUIRED 


Starter Manual (2-1: Common 



TOMAJ'S SHOP NEEDED FOR FORGING 

MISSION TREASURE OTHER 


After 3-1 Cleared Metal +■ Common Metal + 

Yellow Gemstone) 


2-3 


S' ATI. If t ’ MAG.-ATT. ATT. SPD. 

m 

ELEMENT BUY SELL 

30 15 60 

1 0 830 415 

EFFECT ON USER'S ATTRIBUTES 

FORGED? SKILL 

STR. MCK. STM. MND. SPD, 

q Attack (Damage: 10 

Range: 1) 

- ~ 

SBBBHBER. how/when weapon is acquired 

TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE OTHER 


Armament Almanac (6-1: 
After Cfi.8 Begins Lustrous Metal + Lustrous 

Metal + Blue Gemstone) 

PYROGUDE 


T58 





L ELEMENT 

owm 


COST 


BUY 


SELL 

3000 



EFFECT ON 

USER’S ATTRIBUTES 

waam forged?i 

STR. 

| MGK. 

STM. 

MND. 

SPD. 

*15, 

” 

— 

* 


Attack (Damage: 10/ 
Range:! Effedieech) 


Artificer's Handbook (3-1: 
After Ch.3 Cleared Common Metal + Yellow 

Gemstone + Fire Shard) 


T47 


4 % 

ATT. 

MAG.-ATT. 

ATT, SPD. 

ELEMENT SUY 

SELL 


40 


20 

4C 

a 


EFFECT ON USER’S ATTRIBUTES 

FORGED? 

STR. 

MGK. 

STM. 

MND. 

SPD. 



2500 1250 

SKILL 

Attack (Damage:! 0 
Range:! Effect-Pierce: 


HOW.WHEN WEAPON IS ACQUIRED 




TOMAJ'S SHOP 

NEEDED FOR FORGING 

MISSION 

TREASURE 

OTHER 

— 

Everbum Essentials IT56: 
Everburn + Lustrous Metal + 

Fire Shard) 

-Tm- 

— 

- 

DUSTER 





COST 

AKfl| 

MAG.-ATT. ATT. SPD. 

ELEMENT 

BUY 

SELL 

70 

35 60 


Q 

3400 

1700 


HOW/WHEN WEAPON IS ACQUIRED 
TOMAJ’S SHOP NEEDED FOR FORGING 

Secondary Principles (4-1: 

After Qi.5 Begins Brilliant Ore + Brilliant Ore + 

Green Gemstone) 


STR. 


MGK. 


STM. 


MND. 


SPD. 


FORGED? SKILL 

Attack (Damage: 10/ 


0 


MISSION TREASURE OTHER 


Range: 1) 



HOW/WHEN WEAPON IS ACQUIRED 

4-1 

TOMAJ'S SHOP 

NEEDED FOR FORGING MISSION TREASURE 


OTHER 


Connoisseur’s Guide (7-2: 

After Ot.8 Begins Lustrous Metal + Viscous Fluid 

+ Earth Shard) 


7-1 















































■MX MAKER 


COST 


RESONATOR 


COST 



MAG.-ATE 

ATT. SPD. 

ELEMENT 

BUY 

SELL 

ATT. 

MAG-ATT. 

An. SPD. ELEMENT 

BUY SELL 

40 

60 

6 

9100 

4550 

90 

45 

40 a 

| — 7150 



MGK. 

STM. 

MND. 

SPD. 


forced? skill 

Attack (Damage: 10. 
Range:!: 


0 


-: s, ajs SHOP 

NEEDED FOR FORGING 

MISSION TREASURE 

1 : OTHER 


Dragon's Devices (8-1 : 



C r 8 Cleared 

Glistening Shard + Aqueous 

3-1 

— 


Fluid + water Shard) 



DIVIDER 



COST 

ATT. 

MAG.-ATT. ATT, SPD, 

ELEMENT 

BUY SELL 

90 

45 40 

□ 

13000 6500 


STR. 


MGK. 


STM. 


MND. 


SPD. 


Attack (Damage:! 0 
Range:!'Effect:Pierce! 


HOW WHEN WEAPON IS ACQUIRED 


TOMAJ'S SHOP NEEDED FOR FORCING 

Tiger's Tactics (8-1: Durable 
After Oi,8 Cleared Metal + Durable Metal + 

Aqueous Fluid) 


MISSION TREASURE OTHER 


EFFECT ON USER’S ATTRIBUTES 


STR. 


MGK. 


STM. 


MND. 


5 PD. 


FORGED? SKILL 

* Attack (Damage :10. 
Range: 1 Effectieech) 


HOW/WHEN WEAPON IS ACQUIRED 
TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE 

Forbidden Gttmolre (T72: 

Ephemeral Ore + Grim Dust + - 

Grim Dust) 


OTHER 


VORTEX 




H COST ■ 

ATT 

MAG .-ATT. 

m^tTT. SPD. H 

ELEMENT/ 

BUY SELL 

100 

50 

40 

§ 

— 

EFFECT ON USER'S ATTRIBUTES 

FORGED? 

SKILL 

snt. 

MGK. STM. 

MND, SPD. 

■ X 

Attack (Damage: 10 

+5 

— 

- +15 

Range:1'Effed:Pierir 


HOW WHEN WEAPON IS ACQUIRED 





TOMAJ’S SHOP NEEDED FOR FORGING MISSION TREASURE OTHER 


ri: 


ERUPTOR fliCOST 



HOW/WHEN WEAPON IS ACQUIRED . 

TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE OTHER 

Forged by Fire (T75: Ephemeral 
Ore + Glittering Dust + Inferno 
Crystal) 




SPEAR 



COST 

ATT. S ;■ 

MAG -ATT. §§1 ATI SPD. 

ELEMENT 

BUY SELL 

20 

10 60 

m 

400 200 

EFFECT ON USER'S ATTRIBUTES 

FORGED? 

SKILL 

STR. MGK. 

STM. If MND. || SPD. 

Attack (Damage: 10 

-- - 

— 

A 

Range: 1.5) 


HOW/WHEN WEAPON IS ACQUIRED 


TOMAJ’S SHOP 

NEEDED FOR FORGING 

MISSION TREASURE OTHER 




Uyud's 

After 3*1 Cleared 

— 

— 

Starling 




Equipment 

STORM LANCE 


COST 

ATT. 

MAG.-ATT ATT SPD 

ELEMENT 

BUY SELL 

25 

10 60 


700 350 

EFFECT ON USER'S ATTRIBLTIS 

FORGED? 

SKILL 

STR. MGK. 

STM. MND SPD 

a"'', 

Attack (Damage: 10/ 

— 

— — 

U 

Range:! .51 


HOW W HEN L - ; '■ 

IS ACQUI RED 


TOMAJ'S SHOP 

NEEDED FOR FORCING 

V 55 - TREASURE OTHER 


Starter Man ua 2-' 



ri: 3-1 Cleared 

grained Wood - : . - 

— 2 

-5 — 


Storm Share 


MYTHRIL LANCE 


■ COST fl 

ATT. MAG.-ATT. ATT. SPD. 

ELEMENT 

BUY SELL 

30 15 60 O 


750 375 

55 EFFECT ON USER'S ATTRIBUTES 

FORGED? 

SKILLflH 

STR MGK. STM. MND. SPD. 

0 

Attack (Damage. 1C 

■— — 

Range:!.5) 

/.•f:- : HOW/WHEN WEAPON IS ACQUIRED 


TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE OTHER 

Artificer's Handbook (3-1: 



After Ch.3 Geared Common Meta! + Fine-grained 

3-2 

wood + Timeworn Carapace) 



TRIDENT 


COST 

ATT. MAG.-ATT. ATT. SPD. 

ELEMENT 

BUY SELL 

40 20 60 i 


1300 650 

EFFECT ON USER'S ATTRIBUTES 

FORGED? 

SKILL 

STR. MGK. STM. MND. SPD. 

0 

Attack (Damage: 10 
Range:!.5] 

— — -* ■■ - 


HOW/WHEN WEAPON 15 ACQUIRED 

TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE OTHER 

Primary Principles (3-5: 

After Ch.5 Begins Fragrant Wood + Timeworn 4-1 

Carapace + Water Shard) 

















































ft 

FJ 


1 S 


i im 

1 * * 

1 

> 

Ik 


rj 


PART 4: 

Data 



RED HALBERD 


HOLY LANCE 


ATT. 

MAC.-ATT- 

ATT, SPD, 

ELEMENT 

Ii buy 

f SELL 

SO 

25 

GO 

-i a . 

3400 

1700 


COST 


EFFECT ON USER'S ATTRIBUTES 

STR. 

MGK. 

STM. 

MND, 

SPD. 

— 

__ 

-* 

— 

— 


FORGED? SKILL 

Attack (Damage: 10,' 
Range:!.5) 


ATT. 

MAG.-ATT | 

ATT SPD. 

| ELEMENT 

BUY 

90 

45 

|p“ r p*r- iTk m -i ■ ■ jm k r m — - - 

60 

l=l 

13000 


0 


STR. 


MGK. 


STM. 


MND, 


SPD, 


0 


Attack Damage:'; 
Range:! .5) 


HOW/WHEN WEAPON IS ACQUIRED 


TOMAJ'S SHOP NEEDED FOR FORGING 

Arms Encyclopedia (4-5: 

After Qt.5 Begins Lustrous Metal + Solid 

Carapace + Fire Shard) 

ICE LANCE 

ATT. MAG .-ATT. ATT. SPD. 

60 30 20 I 

EFFECT ON USER'S ATTRIBUTES 
STR. MGK. STM. MND. SPD. 


MISSION TREASURE OTHER 


HOW WHEN WEAPON 15 ACQUIRED 


ELEMENT 


COST 

BUY SELL 

3600 1800 


FORGED? SKILL 

Attack (Damage:!0/ 
Range:!. 5/Effed:Stop) 


TOMAJ’S SHOP NEEDED FOR FORGING MISSION 

TREASURE 

OTHER 

Forbidden Gnmoire fT72: 



After Ch.8 Geared Durable Metal + Glittering Dust 

— 

— 

+ Glittering Dust) 



LUIN 


COST 

ATT. MAC.-ATT. AH. SPD. ELEMENT 

BUY SELL 

90 45 40 

0 

6000 

EFFECT ON USER'S ATTRIBUTES FORGED? SKILL 


0 


STR. 


MGK. 


STM. 


MND. 


SPD. 


Attack (Damage: 10. 
Range: i ,5. Effect :Pierce 


TOMAJ'S SHOP 

NEEDED FOR FORGING MISSION 

TREASURE 

OTHER TOMAJ'S SHOP 

NEEDED FOR FORGING 

MISSION 

TREASURE 

OTHER 

After Ch.8 Begins 

Armament Almanac (6-1: 

Brilliant Ore + Blue Gemstone 
+ Water Shard) 

T58 

— — 

Hammer of Lightning (T73: 
Precious Ore + Massive Bone + 
Empyrean Crystal) 



-- 


PYROLANCE 

ATT. 

65 


MAC.-ATT. 

30 


ATT. SPD. 

20 


EFFECT ON USER'S ATTRIBUTES 


ELEMENT i 

a " 

FORGED? SKILL 


COST 

BUY SELL 

3000 


STR. MGK. 

91 STM. MND. i| 

SPD. 

* Attack (Damage: 10. 

Range:! .5/EffecUStop) 

+15 

— — 

— 

HOW/WHEN WEAPON (S ACQUIRED 

TOMAJ’S SHOP 

NEEDED FOR FORGfNG 

MISSION TREASURE OTHER 


Everbum Essen’ids (T56: 



— 

Everbum + Smooth Wbod + 


*+ 


fire Shard) 



BLOOD LANCE 


H cosr i^ : 

ATI 

MAG.-ATT. ATT. SPD. 

ELEMENT BUY SELL 

80 

40 40 

=3 

11900 5950 

EFFECT ON USER'S ATTRIBUTES 

FORGED? SKILL 

STR. MGK. 

•; STM. MND. : 

SPD. 

Attack (Damage: 10/ 

— *- 

— « 

— 

0 Range:!.5/Effed: 




Leech) 

HOW/WHEN WEAPON IS ACQUIRED 

TOMAJ'S SHOP 

NEEDED FOR FORGING 

MISSION TREASURE OTHER 


BULUC CHABTAN 

ATT MAG.-ATT. ATT. SPD. 

90 45 60 

EFFECT ON USER'S ATTRIBUTES : ~ 

STR. MGK, STM. MND. SPD. 


COST 


ELEMENT 

C 


BUY 


7150 


FORGED? SKILL 

* Attack !Damage:10. 


Range: 1.5) 


TOMAJ'S SHOP 

NEEDED FOR FORGING 

MISSION 

M 

Anvil of Earth ;T71 : Sturdy 
Wood + Starched Twine + 

Terra Crystal) 

— 


OTHER 


Dragon's Devices (8-1 : Massive 
Alter Qt.8 Begins Bone + Robust Carapace + 

Grim Dust) 


GUNGNIR 

ATT. MAC.-ATT ATT SPD. 

100 50 40 

EFFECT ON USER'S ATTRIBUTES 

STR. MGK. STM. MND. SPD. 

1C " X 

+ 15 -- - +5 - 

HOW/WHEN WEAPON IS ACQUIRED 
TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE 

T79 


COST 

ELEMENT BUY SELL 

a - - 

FORGED? SKILL 

y Attack (Damage:10/ 
Range: 1.5 Effect:Piercei 


OTHER 


6-5 



-o 



RIGEL 



■■■ 

ARCTURUS 



COST 

■ ATT 

■P MAG.-ATT. !■ 

m. spd. i; 

ELEMENT BUY SELL 

ATT. MAG.-ATT. 

ATT. SPD. 

ELEMENT 

BUY SELL 


70 


35 


B6 


STR. 


EFFECT ON USER'S ATTRIBUTES 
MGK. STM. MND. 


SPD. 


6000 3000 

FORGED? SKILL 

Guns [Damaged/ 
Ratige:4.5i 


80 40 36 

EFFECT ON USER'S ATTRIBUTES 


0 


STR. 


MGK. 


STM, 


MND. 


FORGED? 

SPD. 

0 



13000 6500 

SKILL 

Guns [Damaged/ 
Range:4.5) 


HOW/WHEN WEAPON IS ACQUIRED : T .1-;' i 

TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE OTHER 

Connoisseur's Guide Balthier's 

After Qt.8 Begins 17-2: lustrous Metal + Blue -- - Starting 

Gemstone + Smooth Wood) Equipment 


HOW/WHEN WEAPON IS ACQUIRED 


TOMAJ'S SHOP NEEDED FOR FORGING 

Tiger's Tactics (8-1: Durable 
After G).8 Cleared Metal + Red Gemstone + 

Sturdy Wood 


MISSION TREASURE OTHER 


8-2A 





* 





























































- £: _ llis 


COST 


FORMALHAUT 


MAG.-ATT, 

ATT. SPD. 

ELEMENT 

BUY SELL 

| ATT. 

MAG.-ATT. 

ATT SPD. 

ELEMENT 

BUY 

90 45 

36 


6600 

100 

50 

36 

6 

— 


COST 
SELL 


EFFECT ON USER'S ATTRIBUTES 


FORGED? SKILL 


■■1 

MGK. | 

STM. 

1 MND. ) 

SPD. 

* 

Guns [Damage#/ 


— 

-- 

— 

- 


Range:4.5l 


HOW WHEN WEAPON IS ACQUIRED 


EFFECT ON USER'S ATTRIBUTES , 

STR. 

MGK. 

STM, 

MND. 

1 SPD. 

+15 

-- 

** 

__ 

— 


FORGED? SKILL 

Guns (Damage :8 
Range:4 5.i 


HOW WHEN WEAPON IS ACQUIRED 


7?MAI'S SHOP NEEDED FOR FORGING 

MISSION 

TREASURE 

OTHER 

TOMAJ'S SHOP NEEDED FOR FORGING 

MISSION TREASURE OTHER 

Anvil of Earth iT71: Precious 

Ore + Red Gemstone + Terra 




— 

T77 


Crystal) 


: CLARIS 


COST 


ATT. 

MAG.-ATT. 

ATT SPD. 

ELEMENT 

BUY SELL ^ 

90 

45 

36 

a 

7800 


EFFECT ON USER'S ATTRIBUTES 


SIR, 


MGK. 


STM. 


MND. 


SPD. 


FORGED? SKILL 
* 


Guns (Damaged 
Range:5.5 ) 


HOW/WHEN WEAPON IS ACQUIRED 


TOMAJ'S SHOP 


NEEDED FOR FORGING 

Forbidden Grimoire CT72; 
Ephemeral Ore + Slardied 
Twine + Aqueous Fluid) 


MISSION TREASURE OTHER 






ELFIN BOW 

■■■■■ 

ATT. MAG.-ATT. ATT. SPD. 

ELEMENT BUY SELL 

80 40 60 □ 

5300 2650 

EFFECT ON USER'S ATTRIBUTES 

FORGED? SKILL 

STR. MGK. STM. MND. SPD. 

Bows (Damage :6 
Range: 4,i 

— — — — — 

HOW/WHEN WEAPON IS ACQUIRED 

TOMAJ'S SHOP NEEDED FOR FORGING Jj||MISS!ON TREASURE OTHER 

Connoisseur’s Guide (7-2: 

After Ch.8 Begins Smooth Wood + Solid Carapace 

+ Braided Twine) 

Fran s Starting 
Equipment 


PERSEUS BOW _ 

ATT. MAG.-ATT. ATT. SPD. 

90 45 20 

EFFECT ON USER S ATTRIBUTES 
STR. MGK. STM. MND. SPD 


ELEMENT 


COST 

BUY SELL 

6600 


FORGED? SKILL 


Bows (Damaged 

•O 

Range:4 Effect:S:&p 


HOW,WHEN WEAPON 15 ACQUIRED 
TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE 

Tempered in Ice (T76: Sturdy 
Wood + Luxuriant Hide + Tide 
Crystal) 


OTHER 


ARTEMIS BOW 


ATT. 

MAG.-ATT. 

ATT. SPD. 

ELEMENT 


COST 

BUY SELL 
13000 6500 

FORGED? SKILL 

Bows (Damaged 
Ranged) 

HQW/WHEN WEAPON IS ACQUIRED 


90 


45 

60 


EFFECT ON USER'S ATTRIBUTES 

STR, 

MGK. 

STM. 

MND. 

SPD. 


SAGITTARIU S _ 

r MAG.-ATT. ATT. SPD. 


COST 


ELEMENT 




0 


100 


50 

60 □ 



EFFECT ON USER'S ATTRIBUTES 

FORGED?! 5 

STR, 

MGK, 

STM. 

MND. SPD. 

v E 


+ 10 

** 

+10 

X f 


TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE 

Dragon's Devices (8-1: Sturdy 

After Ch.S Cleared Wood + Robust Carapace + T66 

Starched Twine) 


RAIJOUDOU _ 

ATI : MAG.-ATT. 

90 45 


OTHER 


IS ACQUIRED 


TOMAJ'S SHOP 

NEEDED FOR FORGING 

MISSION 

TREASURE 



T70 

— 


Bows (Damage :6 
Range:4) 

OTHER 


AH. SPD. 

60 


ELEMENT 



EFFECT ON USER'S ATTRIBUTES 


FORGED? 

STR, 

MGK. 

STM. 

MND. 

SPD. 

* 


HOW WHEN WEAPON IS ACQUIRED 


TOMAJ'S SHOP NEEDED FOR FORGING 

Hammer o' Listen 1 , ; 



MISSION TREASURE 





































































PART 4: 




HORNITO cost 


ATT. MAG.-ATT. 

ATT SPD. 

ELEMENT 

v BUY SELL 

80 40 

30 a 

9600 4800 

EFFECT ON USER'S ATTRIBUTES i 

FORGED? 

SKILL 

5TR. MGK. STM. 

MND. SPD. 


Hand Bombs 


— 

0 

(Damage:20; 

Range:5. EfledtField) 




HOW/WHEN WEAPON IS ACQUIRED 


TOMAJ’S SHOP 

NEEDED FOR FORGING ' 

MISSION 

TREASURE 

OTHER 

After Ch.8 Begins 

Dragon's Devices (8*1: 

Volatile Compound - volatile 
Compound + Volatile 
Compound) 


— 

Ashe's 

Starting 

Equipment 


FUMAROLE 

COST 

ATT. 

MAG.-ATT. 

ATT. SPD. 

ELEMENT 

BUY 

SELL 

85 

40 

30 

□ 

12000 

6000 


EFFECT ON USER'S ATTRIBUTES FORGED? SKILL 


SIR. MGK. STM. MND. SPD. Hand Bombs 


_ 0 (Damage :20/Range:5 

Effect field, Blind) 

HOW/WHEN WEAPON IS ACQUIRED 


TOMAJ'S SHOP 

NEEDED FOR FORGING MISSION 

TREASURE 

OTH ER 


Tiger's Tactics (8-1: Aqueous 


After Ch.8 Cleared 

Fluid + Volatile Compound + 
Glittering Dust) 

8-4 


TUMULUS 



, COST 

■Hate Ml 

MAG.-ATT. ACT SPC 

). ELEMENT 

BUY SELL 

90 

45 30 

0 

6600 

EFFECT ON USER'S ATTRIBUTES 

WKKM GORGED? 

SKILL 

STR. MGK. 

STM. MND. g 

SPD. 1 

Hand Bombs 

■#-* -few 


* 

|Damage:20.' 

Range:5 Efiectfield) 





HOW/WHEN WEAPON IS ACQUIRED 


TOMAJ’S SHOP 

NEEDED FOR FORGING 

MISSION TREASURE OTHER 

— 

Forged by Fire (T75: Volatile 
Compound - Aqueous Fluid h 
! nfemo Crystal) 

S- 

-- 


<> 



CALDERA _ —COST 

ATT. .. MAG.-ATT. ATT. SPD. ELEMENT BUY SELL 

90 45 30 a - 5950 

EFFECT ON USER'S ATTRIBUTES FORGED? SKILL 

STfc : ' MGK. STM. MND. SPD. Hand Bombs 

_ _ _ _ _ * (Damage:20/ 

Range: 5/Effect: FI eld) 

HOW WHEN WEAPON IS ACQUIRED 


TOMAJ'S SHOP 

NEEDED FOR FORGING 

MISSION TREASURE OTHER 

— 

Forbidden Grimoire (T72- 
Volatile Compound + Red 
Gemstone + Glittering Dust] 

— 

— 

VOLCANO 



B COST 9 

ATT. 

MAG.-ATT. ATT. SPD 

ELEMENT 

BUY SELL 

100 

50 27 

o 

— 

EFFECT ON USER’S ATTRIBUTES 

FORGED? 

SKILL 

STR. MGK. 

STM. MND. 

SPD. 

Hand Bombs 

+10 +10 

— — 

X 

Damage 20. Range 5 
Effect:Wider Field) 





HOW WHEN WEAPON IS ACQL1RED 


TOMAJ'S SHOP 

NEEDED FOR FORCING 

MISSION TREASURE OTHER 


— 

174 





DEFENDER 




■ ATT. | ^|E 

MAGi-ATT. ATT. SPD 

■■element 

BUY SELL 

80 

40 60 

□ 

13000 6500 

‘ 7 EFFECT ON USER'S ATTRIBUTES 

FORGED? 

SKILL 

STR. MGK. 

STM. MND. g; 

SPD. 

0 

Attack [Damage: 10; 

— 

+5 +5 

Range:!. 


HOW/WHEN WEAPON IS ACQUIRED 


TOMAJ'S SHOP 

NEEDED FOR FORGING 

MISSION TREASURE OTHER 


Tiger's Tactics (8-1: Durable 


Basch's 

After Gi.8 Begins 

Metal - Robust Carapace + 

— 

Starting 


Robust Carapace) 


Equipment 


SAVE THE QUEEN 


COST 

ATT. MAG.-ATT. 

ATT. SPD. ELEMENT 

■ BUY SELL 

90 45 

so a 

13000 6500 

EFFECT ON USER'S ATTRIBUTES FORGED? 

SKILL 

STR. MGK. STM. 

MND. SPD. 

Attack (Damage:!0. 

" 

0 

Range:!) 


HOW/WHEN WEAPON IS ACQUIRED 

TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE OTHER 

Forbidden Grimoire (T72: 

After Qi.8 Cleared Durable Metal + Durable Metal - 8-4 


+ Durable Metal) 

























































PART 4: Data 


TYRFING 

COST 

ATT. 

MAG.-ATT. 

ATT SPD. 

ELEMENT 

BUY 

SELL 

90 

45 

30 



“ 

7250 


EFFECT ON USER'S ATTRIBUTES 7 FORGED? SKILL 
SIR. MGK. STM, MND. SPD. Attack (Damage:3O' 


.. Range:!/Effect: 

Consumes User’s HP) 

HOW,WHEN WEAPON IS ACQUIRED BHHHH 
TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE OTHER 

Hammer of Lightning iT73: 


Ephemeral Ore + Luxuriant 

Hide + Empyrean Crystal} 

-n- 


GALATYN 


COST 

ATT. MAG.-ATT. ATT. SPD. 

ELEMENT 

BUY SELL 

( 90 , :, 45 ’ : 60 C 

6 

7800 

EFFECT ON USER'S ATTRIBUTES 

FORGED? 

SKILL 

STR. MGK. STM. MND. SPD. 

* 

Attack ('Damage:! 0. ; 

“ ■■ ™ 


Range:!) 

HOW/WHEN WEAPON IS ACQUIRED 

TOMAJ'S SHOP NEEDED FOR FORGING MISSION TREASURE OTHER 

Tempered in Ice (T76: Rare 
Gemstone + Glistening Shard + 




Tide Crystal) 


EXCAUBUR K COST 


ATT 

MAG.-ATT. 

ATT. SPD. 


ELEMENT 

BUY 

SELL 

100 

50 

60 

o 





— 

— 


; T - EFFECT ON USER'S ATTRIBUTE5 

FORGED? SKILL 

STR. 

I t MGK. 

STM, 

MND || SPD 

„ Attack (Damage: 10 

+10 

— 

+10 


X 

Range:!) 


HOWAVHEN WEAPON IS ACQUIRED ^ 1 Mi 

TOMAJ'S SHOP 

NEEDED FOR FORGING 

MISSION TREASURE 

OTHER 

** 


T79 

— 


HOW, WHEN WEAPON IS ACQUIRED 


TOMAJ'S SHOP 

NEEDED FOR FORGING 

MISSION 

TREASURE 

OTHER 


— 


— 

BaCamnan's 

Starting 

Equipment 


‘4 - * 


* 


BA'GANGSAW 

COST 

f§ ATT 

MAG.-ATT. 

ATT SPD. | 


ELEMENT 


BUY 

SELL 

30 

15 

60 

1=1 

S r 7 

■ w 


** 

-- 

EFFECT ON USER'S ATTRIBUTES 

FORCED? 

SKILL 


SIR. MGK. STM r MND, SPD Attack (Damage:10/ 


Range:!} 


















































Armor provides your leaders with protection from both physical and magick attacks. Over the course of the game, each leader accumulates his/her own unique 
selection of armor types in inventory. Like weapons, you can switch or upgrade armor to match the needs of upcoming missions. Unlike weapons, however, you 
cannot craft armor in the Sky Saloon's Forge. You can find armor in treasure chests, earn it by completing certain missions or hunts, or purchase it at Tomaj's shop. 

The following tables provide all significant stats and attribute-boosters for each type of armor in the game. Each table also provides the following info: 


Resistance modifier: If the armor is resistant to a particular element, the multiplier listed calculates how much the armor reduces the 
attack damage inflicted by weapons or magicks imbued with that element. 

Weakness modifier: If the armor is weak versus a particular element, the multiplier listed calculates the increase in the attack damage 
inflicted by weapons or magicks imbued with that element 

"How/When Armor Is Acquired” describes where, when, and how each armor item can be acquired. "Tomaj's Shop" indicates when 
the armor can be purchased at Tomaj s shop. "Mission" indicates in which missions the armor will appear as a mission reward. 'Treasure' 
indicates in which missions the armor can be found in a treasure chest. 

“Cost" refers to what the armor costs if you buy or sell it at Tomaj's shop. (Note that if you meet certain conditions during the game, Tomaj 
lowers his asking price 5 or even 10 percent.) 




BRONZE CHESTPLATE 

DEF. MACK. DEB ELEMENT /- EFFECT ON USER'S ATTRIBUTES 
9 6 WEAK. RES. SIR. MGK. STM. MND. SPP. 



□ 

1=1 

— — — 

SB COST 


HOW ARMOR 15 ACQUIRED 

BUY SELL 

SHOP 

TREASURE MISSION 

OTHER 

400 200 

After 3-1 Cleared 

Vaan's Starting 
Equipment 


JUJITSU G1 


DEF. 

MAGK. DEF. 

45 

30 


ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

WEAK. 

RES. 

STR. MGK. 

STM. MND. SPD. 

□ 

E=3 

-- 

+10 


HOW ARMOR IS ACQUIRED 

SHOP 

TREASURE MISSION 

OTHER 



5800 2900 After Cfi.5 Begins 

BLACK GARB 


KENPOGI 


DEF. MAGK. DEF. 

ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

18 12 

WEAK. RES. 

STR. MGK. STM. MND. SPD 


□ □ 

- 



COST 


HOW ARMOR IS ACQUIRED 

BUY 

SELL 

SHOP 

TREASURE MISSION OTHER 

800 

400 

After 3-1 Cleared 

2-3 


DEF. MAGK. DEF. 

ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

54 36 

WEAK. RES. 

STR. MGK. STM. MND. SPD. 


1=1 =1 

+10 - . 


COST HOW ARMOR IS ACQUIRED 


3CU - SHOP TREASURE MISSION OTHER 

3800 After O 1.8 Begins - 6-4 


SILVER CHESTPLATE 


DEF. MAGK. DEF. 

ELEMENT > EFFECT ON USER'S ATTRIBUTES 

27 18 

WEAK. 

RES. STR. MGK. 

STM. 

MND, SPD, 

^ ft 1-1} 

1 1 +10 

— 

+5 

cost Us 

HOW ARMOR IS ACQUIRED 

BUY SELL : 

SHOP 

TREASURE MISSION 

|H OTHER M 

1600 800 

After Oi3 Geared 3-2 



POWER VEST 


DEF. MAGK. DEF. 

ELEMENT 

FFFECT ON USER'S ATTRIBUTES 

63 42 

WEAK. RES. STR. 1 MGK. STM. MND. SPD. 


□ &i> 

o 

e 

'■"J 

-*■■1 

1 

: 

■ 

■ 

i 

E 

HKcosr mm 

HOW ARMOR IS ACQUIRED 

BUY SELL 

SHOP 

TREASURE MISSION OTHER / 

12000 6000 

After Gi.8 Begins 

7*2 


NiNJA GEAR 


RUBY CHESTPLATE 

DEF. MAGK. DEF. ELEMENT EFFECT ON USER'S ATTRIBUTES 


36 24 

WEAK. 

RES. STR. MGK. STM. 

MND. SPD, 


□ 

0fras) - 

** 

COST 


HOW ARMOR IS ACQUIRED 


BUY SELL 

SHOP 

TREASURE MISSION 

OTHER 

3'X 1600 

After Ch.3 Geared 

— 


DEF. 

MAGK. DEF, 

ELEMENT 

EFFECT ON USER’S ATTRIBUTES 

72 

48 

WEAK. 

RES. 

STR. MGK. STM. 

MND, 

SPD. 



□ 

1=1 

*■ mm 

— 

+10 


COST 


HOW ARMOR IS ACQUIRED 



BUY 

SELL 

SHOP 

TREASURE MISSION 

OTHER 


16000 

8000 

After Qi8 Geared T64 

mm 

•m-m 







































: - MOND CHESTPLATE CICAS CHESTPLATE 



MAGK. DEF. 

ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

DEF. 

MAGK. DEF. ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

- 

54 

WEAK. 

RES. 

STR. MGK. STM. 

|mnd. SPD. 

90 

60 ( WEAK. 

RES. 

STR. MGK. STM. 

MND. 

SPD. 



□ 

□ 

+15 

— *- 


n 

□ 

+10 

-- 

+15 


cost m 


HOW ARMOR IS ACQUIRED 



—— l hh 

HOW ARMOR IS ACQUIRED 



■buy 

SELL 

SHOP 

UfTREASURE MISSION 

OTHER ; ,7 

BUY 

SELL shop 

TREASURE MISSION 

OTHER 


;-:oo i 2000 

After CL8 Geared 

— 

-- 


-- 


T78 

— 




DANCER'S GARB 

DEF, MACK. DEF 

6 9 

.... COST 
BUY SELL 

400 200 


ELEMENT EFFECT ON USER’S ATTRIBUTES 

WEAK. RES. STR. MGK. 

STM. MND. SPD. 

□ □ 

— 

- 

HOW ARMOR IS ACQUIRED 

SHOP 

TREASURE 

MISSION 

H OTHER fl| 

After 3T Cleared 

— 

— 

Penelo's Starting 
Equipment 


KILIM WEAVE SHIRT 


DEF. 

MAGK. DEF. 

ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

12 

18 

WEAK. 

RES. | 

STR, MGK. STM 

MND. SPD. 



□ 

□ 

— 

” 


COST 


HOW ARMOR IS ACQUIRED 


BUY 

SELL 

SHOP 

TREASURE MISSION 

OTHER 

800 

400 

After 3-1 Cleared 2- 

3 

— 


STORM GEAR 


DEF. 

MAGIC DEE 

36 

54 


COST 

BUY SELL 

7600 38X 



HOW ARMOR IS ACQUIRED 
SHOP TREASURE S5I0N OTHER 



MADUIN GEAR 


DEF. MAC 

jK. Jz z 

ELEMENT EFFECT ON USER'S ATTRIBUTES 


63 

WEAK. RES. STR. MGK. STM. MND. SPD. 

□ □ - +10 - - - 

IB COST 


HOW ARMOR IS ACQUIRED 

BUY 

SELL 

SHOP TREASURE MISSION OTHER 

12000 

6000 

After Ch.8 Begins 7-1 


CRIMSON GEAR 


RAINCLOUD RAIMENT 


DEF. MAGK. DEF. 

18 27 


BARD'S TUNIC 

DEF, MAGK. DEF 

24 36 

COST 

BUY SELL 

3200 1600 


ELEMENT 



DEF. 

MAGK DEF 

EFFECT ON USER'S ATTRIBUTES 

48 

72 


STR. MGK STM. MND. SPD. 


COST 

BUY 

SELL 

1600 

800 


WEAK. RES. 

,xg. 75) ~ 

HOW ARMOR IS ACQUIRE D 
SHOP TREASURE MISSION 

After Ch.3 Geared T46 


OTHER 


ELEMENT 


EFFECT ON USER'S ATTRIBUTES 


WEAK. 

RES. STR. MGK STM. 

MND. SPD. 

□ 

□ 

+5 

HOW ARMOR IS ACQUIRED 

SHOP 

TREASURE MISSION 

OTHER 


COST 


BUY 

SELL 

16000 

8000 

GAIA GEAR 

DEE 

MAGK. DEE 

54 

81 

COST 

BUY 

SELL 


24000 12000 


ELEMENT ; EFFECT ON USER'S ATTRIBUTES 

WEAK. || RES. STR. MGK. 

STM. MND, 

SPD. 

□□ 0 (xO.75) 

-- 

— 

HOW ARMOR IS ACQUIRED 

; SHOP TREASURE MISSION 

OTHER 

After Ch.8 Cleared - T64 



ELEMENT EFFECT ON USER’S ATTRIBUTES 

WEAK. RES, STR. MGK. STM. MND. SPD. 

I-I #(x0.75) ~ -’-■0 

HOW ARMOR IS ACQUIRED 
SHOP TREASURE MISSION OTHER 

After Oi.8 Geared 


TRAVELER'S VESTMENT 


DEF. 

:■ jMAGK. DEF 

ELEMENT 

EFFECT ON USER’S ATTRIBUTES 

30 

45 

WEAK RES STR. MGK STM. 

MND. SPD. 



□ #3 

- - ^ 

— 


COST 


-iJW ARMOR IS ACQUIRED 


BUY 

Ml SELL# 

•••- 

-SURE MISSION 

OTHER 

r 300 

2900 

* - - - 
.-lji _ : 

J— 



DANCING QUEEN 


DEF. 

MAGK. DEF. 

ELEMENT ; 

EFFECT ON USER'S ATTRIBUTES 

60 

90 

WEAK 

RES. 

STR. MGK STM. MND. SPD. 



□ 

s 

- +15 +10 


COST 


HOW ARMOR IS ACQUIRED 

BUY 

B SELL 

: : SHOP 

TREASURE MISSION OTHER 

■■ 

-- 

— 

— 

168 






























































COTTON ROBES 

DEF. MAGK. DEF. 

ELEMENT EFFECT ON USER'S ATTRIBUTES 

5 IQ 

WEAK, RES. STR. MGK 

STM. |MND. SPD. 


no - - 

-- - 

COST !■ 

HOW ARMOR IS ACQUIRED 

BUY m SELL 

g SHOP TREASURE MISSION 

% ; OTHER 

400 200 

After 3-1 Cleared 

Kyles s Starting 
Equipment 

SILK ROBES 



DEF. MAGK. DEF. 

ELEMENT EFFECT ON USER'S ATTRIBUTES 

10 20 

WEAK. RES. STR. MGK. 

STM. MND. SPD. 


o n - - 

“ ~ ™ 

COST 

HOW ARMOR IS ACQUIRED 

BUY SELL 

SHOP TREASURE MISSION 

OTHER 

800 400 

MAGE S ROBES 

After 3-1 Geared 2-2 


DEF. MAGK. DEF. 

ELEMENT EFFECT ON USER'S ATTRIBUTES 

15 30 

WEAK. RES. STR, MGK* 

STM. MND.| SPD. 



— 

COST 

HOW ARMOR IS ACQUIRED 

BUY SELL 

P SHOP p TREASURE ^MISSION 

OTHER 

1600 800 

After Ch.3 Geared -- T48 

— 


SHAMANS ROBES 


DBF. 

MACK* DEF. 

- ELEMENT 

EFFECT ON USER S ATTRIBUTES 

30 

60 

WEAK RES. 

STR. MGK STM. MND. i- 



©1x1.21 ^ 1x0.75) 

+10 - 1 

■ 1 COST 

1 ■■ HOW ARMOR IS ACQUIRED 

BUY 

SELL 

SHOP 9 TREASURE MISSION OTHER 

7600 

3800 

After Gi.8 Begins 

mimesuhgihh 


WIZARD'S ROBES 


DEF. MACK, DEF. 

ELEMENT EFFECT ON USER'S ATTRIBUTES 

35 70 

WEAK. RES. STR. MGK. STM. MND. SPD 


6 (xl .2) 0 fx0.75) " -10 - 

COST 

HOW ARMOR IS ACQUIRED jj 

BUY SELL 

SHOP TREASURE MISSION OTHER J 

12000 6000 

WHITE ROBES 

After Ch.S Begins 7-1 

DEF. MAGK. DEF 

HI ELEMENT EFFECT ON USER'S ATTRIBUTES 

40 85 

WEAK. RES. STR. MGK. STM. MND. SPD. 

i i i i twmm 415 

COST 

HOW ARMOR IS ACQUIRED 

■- - rjNJI. . W - .‘-r* Ec^t - •' *-• 5=.- - 

BUY If SELL 

SHOP TREASURE MISS:0n|9 § OTHER 

24000 12000 

After Ch.8 Geared - 

BLACK ROBES 


HERMIT'S ROBES 


DEF. 

MAGK. DEF. 

ELEMENT 

EFFECT ON USER S ATTRIBUTES 

20 

40 

WEAK RES. 

SIR. MGK. STM* 

MND. SPD. 


01x1.21 £) (x0.75) 

—■ — 

+5 


COST 

HOW ARMOR IS ACQUIRED 


BUY 

SELL 

SHOP TREASURE MISSION 

OTHER 

3200 

1600 

After Ch.3 Geared 

— 

-- 


DEF. 

MAGK. DEF. 

ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

40 

85 

WEAK. RES. 

STR. MGK. STM. MND. SPD. 



□ □ 

- +15 - 


COST 

HOW ARMOR IS ACQUIRED 

BUY 

SELL 

SHOP 

TREASURE 

MISSION 

OTHER 

24000 

12000 

After Ci.8 Geared 

-- 


-- 


LORDLY ROBES 


DRUID'S ROBES 





. % '= 


EFFECT ON USER'S ATTRIBUTES 


DEF 

MAGK DEF. 

; ; ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

50 ICO WEAK. RES. 

SIR. MGK. STM. 

25 

50 

WEAK. RES. 

STR. MGK. STM. MND. SPD. 

n □ 

+5 +5 +5 


COST 

BUY SELL 

5800 2900 


+5 


+5 


1x1.2] 


- 5-5 


HOW ARMOR IS ACQUIRED 



I 


HOW ARMOR 15 ACQUIRED 


SHOP TREASURE MISSION 

After Ov.5 Begins 


OTHER 


SHOP 

TREASURE 

MISSION ( 

— 


179 


OTHER 



ROSE GILET 


PRISMATIC VEST 


DEF. 

MAGK DEF. 

/ 

i 

7 

/ 


cosrHHH 

BUY 

K SELL 

400 

200 


ELEMENT 

§ EFFECT ON USER'S ATTRIBUTES 

DEF. 

MAGK DEF. 

ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

WEAK, 

RES. 

STR. MGK. STM. MND. SPD. 

45 

45 

WEAK. RES, 

STR. MGK. [1 STM. 

MND. SPD. 

n 

□ 

« — - -- " 

n § ixO.75) 

** 

— 


HOW ARMOR IS ACQUIRED 

■ cost WKM 

W§ : HOW ARMOR IS ACQUIRED 


SHOP 

TREASURE MISSION OTHER 

BUY 

SELL 

SHOP ^TREASURE MISSION 

OTHER 



File's Starting 

7600 

3800 

After Qi.8 Begins 6- 1 

“ 

— 

Atter 5-\ ueaieo 

Equipment 


































































































WYTHRIL VEST 


DEF MAGK. DEF. 

ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

‘5 15 

WEAK. 

RES. 

STR. MGK. STM. MND. SPD. 


□ 

a 

- 

COST 

m in /*■ i - r i 


HOW ARMOR IS ACQUIRED 


53G 


400 


SHOP TREASURE MISSION 

After 3-1 Cleared 2-1 


OTHER 


OCHRE CILET 


DEF. 

MACK. DEF. 

ELEMENT 

22 

22 

WEAK. 

RES. 


EFFECT ON USER'S ATTRIBUTES 
STR. MGK. STM. MND. SPD. 


COST 

BUY 

SELL 

1600 

800 


SHOP 

After Ch.3 Geared 


HOW ARMOR IS ACQUIRED 
TREASURE MISSION : 

3-2 


OTHER 


SURVIVAL VEST 


DEF. 

MAGK. DEF. 

ELEMENT 

EFFECT ON USER S ATTRIBUTES 

30 

30 

WEAK. 

RES. 

STR. MGK. STM, MND. SPD. 



n 

@ (xO.75) 

+5 


COST 

BUY SELL 

3200 1600 

SHEER DOUBLET 


SHOP 

.After Gi.3 Geared 


HOW ARMOR IS ACQUIRED 
TREASURE MISSION 


OTHER 


VIOLET GILET 

DEF. MACK, DEF. 
52 52 


COST 


12000 


SELL 

6000 


ADAMANT VEST 

DEF. MACK. DEF. 

60 60 


AZURE GILET 

DEF. MAGK. 

67 67 


COST 

BUY SELL 
24000 12000 

MIRAGE VEST 


ELEMENT 
WEAK. RES. 


EFFECT ON USER S ATTRIBUTES 
STR. MGK. STM MND 


SPD 


SHOP 

After Ch.8 Begins 


HOW ARMOR IS ACQUIRED 
TREASURE MISSION OTHER 

7-2 


COST il£g$ 

| BUY H 

SELL 1 

1GOOO 

8000 


ELEMENT EFFECT ON USER S ATTRIBUTES 

WEAK. RES. STR. MGK. STM. MND. SPD. 

(xl.25) Q(xO-5) ~ ~ +15 

BIBlIBi HOW ARMOR IS ACQUIRED 

SHOP TREASURE MISSION ||f OTHER 

After Ch8 Geared 8-3 -- - 


ELEMENT 
WEAK. RES. 


EFFECT ON USER'S ATTRIBUTES 
STR. MGK. STM. MND. SPD. 

* - - - +15 



HOW ARMOR IS ACQUIRED 

SHOP 

TREASURE MISSION CITHER 


After Ch.8 Geared 


DEF. 

MACK. DEF. 

ELEMENT EFFECT ON USER'S ATTRIBUTES 

DEF. 

IlMAGK-DEF, ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

37 

37 

WEAK. U 

RES. STH MGK. STM. MND. SPD. 

75 

75 WEAK. 

RES. 

SIR. MGK. STM, 

MND. 

SPD. 



EJ 

□ - - ~ - 


0(x1.25) ( 

J 1x0.5) 

+ 10 -- +10 


+10 

COST 


HOWARMOR IS ACQUIRED if fjiMMM . 


COST 

HOWARMOR IS ACQUIRED 



BUY 

SELL i 

SHOP 

TREASURE MISSION OTHER 

BUY 

SELL g SHOP 

TREASURE MISSION 

OTHER 


5800 

2900 

After Gt.5 Begins 

-- 

'rm 

_ 

17B 

_ 




AMULET OF WARDING 


DEF. 

MACK. DEF. 

ELEMENT 

12 

18 

WEAK. RES. 


EFFECT ON USER'S ATTRIBUTES 
STR, MGK. STM. MND. SPD. 


COST 

HOW ARMOR IS ACQUIRED 

BUY SELL 

SHOP 

TREASURE 

MISSION 

OTHER 

800 400 

After 3-1 Geared 

-- 

— 

Ltytids Starting 
Equipment 


MEDALLION OF WATER 


DEF. 

MACK DEF. 

ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

18 

27 

WEAK. RES. 

STR. MGK. STM. MND. SPD. 



n 6 



COST 


f ARMOR IS ACQUIRED 

BUY 

SELL 

SHOP TREA 

SURE MISSION OTHER 

1600 

800 

After Gt3 C?e '+: 

“ ! .Hr 



MEDALLION OF EARTH 


DEF. 

MAGK. DEF. 

gi ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

30 

. 45 

WEAK. RES. 

STR. MGK. 

STM, MN D. SPD. 


® (xO.75) 

— 

— - 

COST 

HOW ARMOR IS ACQUIRED 

BUY 

SELL 

SHOP TREASURE MISSION 

OTHER 

5800 

2900 

After Ch.5 Begins 

■* 

— 


OSSEOUS TORQUE 


DEF. 

MAGK. DEF. 

ELEMENT 

EFFECT ON USERS ATTRIBUTES 

36 

54 

WEAK. RES. 

STR. MGK. STM. MND. SPD 



□ 

□ - - +10 - + 

COST 


HOW ARMOR IS ACQUIRED 

BUY SELL 

SHOP 

TREASURE MISSION OTHER 

7600 3800 

After Ch.8 Begins -- T62 


STEEL GORGET 

7£F. MAGK. DEF. j ELEMENT EFFECT ON USER'S ATTRIBUTES 

24 36 WEAK. RES. STR MGK. STM. MND. SPD. 



: i.:c. sec 


^ SHOP 

_-i vis:\ 

OTHER 

After Gi3 Oeatri 

— — 


MEDALLION OF FIRE 


DEF. 

MAGK. DEF. 

42 

63 


COST 

BUY 

( SELL 

12000 

6000 



MEN] 


WEAK 

f 

£ES 

n 

O ixO-751 


EFFECT ON USER'S ATTRIBUTES 

STR. 

MGK. 

STM. 

MND. 

SPD. 

-- 

— 


— 

-- 


g 4: 4-V i HOW ARMOR IS ACQUIRED 

SHOP TREASURE 

MISSION 

OTHER 

After Ch.8 Begins 

■v 

7-1 

— 





























































SKY AMULET 


GAIA AMULET 

OEF. | MACK. DEF. ELEMENT 

EFFECT ON USER’S ATTRIBUTES 

DEF. 

MAGK. DEF. 

AS 72 mMK.. 5WL WQf.- UftttJ. S?W. 


^ ' 

□ U 

3 +70 +70 



ihhb 

HOW ARMOR IS ACQUIRED Mlfli 


COST | 

l BOY SHIHtad gt SHOP 

TREASURE MISSION OTHER 

BUY 

aiSELL 1 

16000 8000 After Ch.8 Geared 

T63 

— 

-- 


GUARDIAN'S TORQUE 

DEF. 

MAGK. DEF. 

ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

54 

81 

WEAK. 

RES. 

STR. MGK. STM. 

MND. SPD. 



C=l 

cn 

+15 

— 


COST 


HOW ARMOR IS ACQUIRED 


BUY 

SEU 

SHOP 

TREASURE MISSION 

OTHER 


24000 ! 2000 After O 1.8 Geared 


ELEMENT EFFECT ON USER'S ATTRIBUTE^ 1 

WES. 

WfiJF. SYW. STO 

^l.xl.25) •WD.SI +AQ 

+10 - +10 

1■Bib HOW ARMOR IS ACQUIRED 

SHOP TREASURE 

MISSION OTHER 

-- 

T81 



METAL JERKIN 


DEF. 

MAGK. DEF. 

■: ELEMENT S 

EFFECT ON USER'S ATTRIBUTES 

63 

42 

| WEAK. RES. 1 

STR MGK. 

STM. MND. SPD, 


□ □ 

— 


" 

COST i 


HOW ARMOR IS ACQUIRED 

BUY 

SELL 

SHOP 

TREASURE 

>H itjifafci. .■ fZ Js. mm . tp 

MISSION 

OTHER 

12000 

6000 

After Ch.8 Begins 


— 

Bafthier s Starting 
Equipment 


CORSAIR'S FROCK 


DEF. 

MAGK. DEF 

ELEMENT § | EFFECT ON USER'S ATTRIBUTES 

81 

54 

WEAK. 

RES. STR. MGK. STM, 

MND. SPD. 



0 (Xl .2) 

6(x0.5) ~ " +15 

- 

COST 

HOW ARMOR IS ACQUIRED 

I BUY 

SELL 

SHOP 

TREASURE MISSION 

OTHER 

— 



T77 



SILK COAT 


DEF 

MAGK. DEF 

ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

72 

48 

WEAK. 

RES. 

STR. MGK. STM. 

MND. 

SPD. 



0 (xl. 2 ) 

LJ 

+10 - +10 

— 

+10 


COST 


HOW ARMOR IS ACQUIRED 



BUY 

SELL 

SHOP 

TREASURE MISSION 

OTHER 


16000 

8000 

After Ch .8 Cleared 

8’2B 

m — 



BRAVE SUIT 


DEF. 

MAGK. DEF, 

ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

90 

60 

WEAK. 

RES. 

STR. MGK. STM. MND. 

SPD. 



□ 

□ 

+15 

+10 


COST WKM \ 


HOW ARMOR IS ACQUIRED j|i| 


BUY 

SELL 

SHOP 

TREASURE MISSION OTHER 



** 



T67 





PART 4: 


Data 



BLACK BOLERO 


DEF 

MAGK. DEF 

52 

52 


COSTS 
BUY SELL 

12000 6000 


V ELEMENT 7 : EFFECT ON USER’S ATTRIBUTES 

WEAK. RES. STR. MGK. 

STM. MND. SPD. 

o o 

" 

HOW ARMOR IS ACQUIRED • ^ 

SHOP TREASURE MISSION 

OTHER 

After Gl 8 Begins 

Fran's Starting 
Equipment 


RUBBER SUIT 


DEF. 

MAGK. DEF 

ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

60 

60 

WEAK. RES. 

STR. MGK. STM. 

MND. SPD, 



1 - 1 ^ 1x0.75) 

** 

■■ 


COST HU 

HOW ARMOR IS ACQUIRED 


BUY 

SELL 

SHOP TREASURE MISSION 

OTHER 

16000 

8000 

After Gi .8 Geared 

8-4 

, t 


MINERVA BUSTIER 


DEF 

MAGK. DEE 

67 

67 


COST 

BUY 

SELL 

— 

— 


BATTLE SUIT 


DEF 

MAGK. DEF. 

75 

75 

COST 

BUY 

SELL 


ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

WEAK. 1| 

RES. 

STR. MGK. STM. MND. SPD. 

□ 

□ 

: •• -- : +15 


HOW ARMOR IS ACQUIRED MSSM 

SHOP 

TREASURE MISSION OTHER 

-* 


Bf 9 ’ 4 HHHHHI 


ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

WEAK. 

RES. 

STR. 

MGK. STM. MND. SPD. 

□ 

□ 

+10 

+10 -- - +10 


HOW ARMOR IS ACQUIRED 


SHOP TREASURE MISSION OTHER 

T 68 



























































































: AMITE COAT 


DEE 

MACK. DEE 

ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

40 

80 

WEAK, 

RES. 

STR. MGK. STM. MND. SPD. 



□ 

[=3 

** — 


COST 


HOW ARMOR IS ACQUIRED 

BUY 

■■sell 

SHOP 

TREASURE! MISSIONS# OTHER 

12000 

6000 



Astie's starting 



After L n .S Begins 

Equipment 

CARMAGNOLE 




DEF. 

MACK. DEF. 

ELEMENT 

EFFECT ON USER S ATTRIBUTES 

60 

60 

WEAK. 

RES. 

STR. MGK. STM. MND. SPD. 



□ 

cm 

+10 .- 


COST fll 


HOW ARMOR IS ACQUIRED 

BUY 

SELL 

SHOP 

TREASURE MISSION OTHER 

16000 

8000 

After CM Cleared 8-4 

„ — 


CLERIC'S ROBES 


DEF. 

MACK. DEF. 

45 

90 


COST 

BUY SELL 


ELEMENT 


EFFECT ON USER S ATTRIBUTES 

WEAK. 

RES. 

STR. 

MGK. 

STM. 

MND. 

SPD. 

■bShmi 

□ 

□ 


■— 

— 

+10 

+5 

— 


HOW ARMOR IS ACQUIRED 

SHOP 

TREASURE MISSION 

OTHER 


777 


GLIMMERING ROBES 


DEF. MACK. DEF. ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

50 100 WEAK. 

RES. 

SIR, 

MGK. STM. 

MND. 

SPD. 



®(x1.25| ^ 

(x0.5) " +] 5 

+10 

COST 

HOW ARMOR IS ACQUIRED 

BUY SELL 

SHOP 

TREASURE MISSION 

OTHER 

— 

— 

T77 










JUDICERS PLATE 


DEE 

MACK. DEF. 

ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

80 

40 

WEAK. H 

RES, | | 

STR. MGK, STM. MND. SPD, 



cm 

cm 


C 

:ost 

HOW ARMOR IS ACQUIRED 

BUY 

SELL 

SHOP 

TREASURE MISSION OTHER 

12000 

6000 



BasdVs Starting 



After Cn.8 Begins 

Equipment 


CARABINEER MAIL 

ELEMENT EFFECT ON USER'S ATTRIBUTES 

WEAK. RES. STR. MCK. STM. MNO. SPD. 

I I 1 I +5 +10 

HOW ARMOR IS ACQUIRED 
SHOP TREASURE MISSION OTHER 

9-2 


DEF. 

MAGK. DEF, 

90 

45 





MAXIMILLIAN 


ARMATURA 


DEF. 

MAGK, DEF 

ELEMENT 

EFFECT ON USER S ATTRIBUTES 

70 

60 

WEAK. 

RES. 

SIR. MGK. STM. 

MND. SPD 



□ 

□ 

+5 

+5 


COST 


HOW ARMOR IS ACQUIRED 


BUY 

SELL 

SHOP 

TREASURE MISSION 

OTHER 


1 6000 8000 After Ch 8 Cleared 


DEF, 

MAGK. DEF. 

ELEMENT 

EFFECT ON USER'S ATTRIBUTES 

100 

50 

WEAK, 

RES. 

STR. MGK. STM. MND. SPD 



£) lx 1.25) 

0 fxO.Sj 

+ 

U1 

■ 

■ 

4" 

O 

a 

a 

; 


iHfe COST sgjjg ; 


HOW ARMOR IS ACQUIRED 

BUY SELL 

SHOP 

TREASURE MISSION OTHER 


** 

774 



BA GAM AIL 


DEF. 

MAGK. DEF. 

ELEMENT 

30 

15 

WEAK. 

RES. 


EFFECT ON USER'S ATTRIBUTES 
STR. MCK. STM. MND. SPD. 


COST HOW ARMOR IS ACQUIRED 


BUY 

SELL 

| SHOP 

TREASURE 

MISSION 

■B OTHER 



— 

— 

— 

Ba’Gamnan's Starting 
Equipment 
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hi “ rtf , 




i rfl nfw 


During the game your party may find, earn, or purchase special accessory items that boost attributes or bestow special powers and abilities. When you equip one of 
these accessories on a leader, the enhancement may apply to that leader alone or to his/ her entire group. Read the following for more detailed information aboui 
the content in the tables. 


"Support Ability/Effect" simply refers to the name of the support ability granted by the accessory and that ability's effect. 

"Cost" lists what the accessory costs if you buy or sell it at Tomaj’s shop. (Note that if you meet certain conditions during the game, Tomaj 
will lower his asking price 5 or even 10 percent.) 

"How/When Accessory Is Acquired" describes where, when, and how each accessory can be acquired. Shop" indicates when the accessory 
can be purchased atTomaj's shop. "Mission' indicates in which missions the accessory will appear as a mission reward, (A T r prior to a 
mission number refers to one of Tomaj's hunts.) 




. 

r 



o 


HOW; WHEN ACC. IS ACQUIRED 


11 NAME 

SUPPORT ABILITY 

EFFECT 

BUY 

.•»- - - ■■ v ^ ' -:-r 

SELL 

£ SHOP I 

MISSION 

^ OTHER m 

Wayfarer's Boots 

— 


« 

50 

— 

— 

Vaan's Starting 
Equipment 

Sprint Siioes 

Swiftness 

Increases group's movement speed 
by 1.2x 

800 

400 

After 3-1 Cleared 

2-1 

-- 

Battle Boots 

Pain Chain 

Gives user a 10% chance to deal an 
extra attack with eadi hit 

1600 

800 

After Ch. 3 Cleared 

3-4 

— 

Winged Boots 

Resist Immobilize 

Grants group immunity to 
immobilize 

1600 

800 

After 3-1 Cleared 


— 

Germinas Boots 

Mistily 

increases rate of Mist Charge 

U 1 

accumulation by 1,2x 

5800 

2900 

After €h.5 Begins 

— 

— 

Rogue's Boots 

Pirate's Monograph 

increases effect time of Steal abilities 
by 1.25x 

— 

— 

** 

7-4 

— 


—o 



Data 



■v '* 


LU 


/m^ . 

Iff 

COST 

HOW/WHEN ACC. 

■ ■ 

iS ACQUIRED 


NAME 

SUPPORT ABILITY 


BUY 

SELL 

SHOP 

MISSION 

OTHER • 

Wayfarer's Bracelet 

— 


mm 

50 

— 

— 

Penelo's Starting 
Equipment 

Argyie Armlet 

Clairvoyance 

Increases group's Mind by 1 .lx 

800 

400 

After 3-1 Geared 

2-4 

-- 

Corsage Bracelet 

Resist Silence 

Grants group immunity to Silence 

1600 

800 

After 3-1 Cleared 

— 

— 

Protective Armlet 

Auto-Regen 

Gives Regen (1% of max HP every 5 
seconds) to group 

3200 

1600 

After Gi.5 Begins 

4-4 

— 

Healing Armlet 

Healing Step 

Increases power of group’s healing 

7600 

3800 

After Ch. 8 Begins 

T57 




skills by 1.2x 






Rune Armlet 


Dancer's Monograph 


increases effect time of Dance 
abilities by 1.25x 


T 73 











































PART 4: Data 


\ 


\ u 



■ 


u 


i 


if 




1..X 


CO 


o 



COST 

HOW/WHEN ACC. IS ACQUIRED 


NAME 

SUPPORT ABILITY 

EFFECT 

BUY 

SELL 

SHOP 

MISSION 

| OTHER 

-oprentice's Pouch 

-- 

— 

— 

50 

— 


Kytes's Starting 
Equipment 

-ranter's Pouch 

Intelligence 

increases group's Magick by 1 lx 

400 

200 

After 3-1 Cleared 

2-2 


"raveler'5 Pouch 

Resist Poison 

Grants group immunity to Poison 

800 

400 

After 3-1 Cleared 


-- 

Goblin Pouch 

Treasure Hunter 

Awards l extra material at the end of 
battles in which Kytes is deployed 

1600 

800 

After Ch.3 Cleared 

T52 

— 

Faerie Pouch 

. —« • lT 

Tonguetwister 

Increases Wait Gauge accumulation 
for magick by 1,2x 

3200 

1600 

After Ch.5 Begins 

- 

— 

Wizard's Satchel 

Mage's Monograph 

increases Magick damage by 

1,2x, but decreases Waii Gauge 
accumulation by 0.9x 

— 

— 

— 

T72 

— 




-0- 


NAME 


Pirate's Earring 

Silver Earrings 
Cold Earrings 

Terra Earrings 
Moon Earrings 
Sun Earrings 


SUPPORT ABILITY 


Rejuvenate 
Resist Stop 

Materialism 

Havoc 

Aviator's Monograph 


EFFECT 


Increases group s Speed by Tlx 

Grants group immunity to Stop 

increases scavenging speed by 
1.25x 

Increases rate of AP accumulation 
by 1.2x 

Increases effect time of status effects 
caused by Trap skills 


COST 

HOW/WHEN ACC. fS ACQUIRED 


BUY 

SELL 

SHOP 

MISSION 

OTHER 5 

— 

50 

— 

— 

Filo's Staging 
Equipment 

800 

400 

After 3-1 Cleared 

2-3 

— 

1600 

800 

After 3-1 Cleared 

— 

-- 

3200 

1600 

After Ch.5 Begins 

T53 

— 

7600 

3800 

After Ch.8 Begins 

6-5 

44 




T71 







NAME 

Prayer Bangle 

Gauntlets 
Mythril Gioves 
-Tinged Gloves 
Blazer Gloves 

: agon Bracers 



COST 

HOWAMHEN ACC IS ACQUIRED 

SUPPORT ABILITY 

EFFECT 

BUY 

SELL 

SHOP MISSION OTHER 

— 


— 

50 

Liyud's Ssrfrg 
Equipment 

Valor 

Increases group's Strength by 1 .lx 

800 

400 

After 3-1 Cleared 

Resist Contuse 

Grants group immunity to Confuse 

1600 

800 


Auto-FIoai 

Gives Float to the group 

5800 

2900 

After Ch.5 Begins 

C - 1 

j | Aftunenert 

increases Affinity by 1.41 x 

7600 

3800 

After Ch.8 Begins 6-2 


D a ns 1,25x HP when using Lancet 



9-1 



































Eiie 



PART 4: 

Data 




so 


UJ 



O— 


NAM E 


Golden Ring 


Emerald Ring 

Sapphire Ring 


Garnet Ring 


Diamond Ring 


SUPPORT ABILITY 


Headhunter 
Resist Blind 
Rapid Fire 

Aspect Blitz 

Marksman’s 

Monograph 



NAME 


Goggle Mask 


Lamia's Tiara 


Crown of Laurels 


Black Mask 


Dueling Mask 


SUPPORT ABILITY 


Steady Grip 


Resist Sleep 


Attrition 


Pinpoint 


Hunter's Monograph 



■ 


Golden Amulet 


SUPPORT ABILITY 


Whistlewind 


Embroidered Tippet Knowledge to Power 


Jade Collar 


Full Protection 


Noble s Collar 


Full Force 


Ribbon 


Monarch's Monograph 



COST 

HOW/WHEN ACC IS ACQUIRED 


EFFECT ; 

BU^I 

SELL 

SHOP 

MISSION 

OTHER 

Increases gil gained during battle 
| j by 1.25x 

12000 

6000 

After Cb.8 Begins 

— 

Balthier's Starting 
Equipment 

Grants group immunity to Blind 

16QOO 

8000 

After th.8 Begins 

— 

-- 

increases Wait Gauge accumulation 
for skills by 1.2x 

24000 

12000 

After Ch.8 Cleared 

-- 

— 

increases Quickening damage by 

1.2x 

— 

— 

— 

T76 

— 

increases attack range by 1,2x 

— 

— 

— 

T70 

— 





- \/ - 




COST 

HOW/WHEN ACC, IS ACQUIRED 



BUY 

SELL 

SHOP 

MISSION 

OTHER 

Increases damage of group’s range 

3+ attacks by l.-lx 

12000 

6000 

After Ch.8 Begins 

_w 

Fran's Starting 
Equipment 

Grants group immunity to Sleep 

16000 

8000 

After Ch.8 Begins 

— 

-- 

increases amount of HP restored 
when foraging 

24000 

12000 

After Ch.8 Cleared 



Increases effect time of Fletch 
abilities by 1,5x 

— 

— 

— 

8-2C 

— 

increases hits from Barrage ability 

J: by 5 

■m-m- 

— 

— 

T69 

— 




A 



wk UK ■■Hi Ihh 







COST 

HOW/WHEN ACC. 

IS ACQUIRED 


ikbnhu^bhh 

BUY 

SELL 

SHOP 

MISSION 

% OTHER 

Reduces summoning time for 
creatures in group by 1.2x 

16000 

8000 

After Ch.8 Begins 

-- 

Ashe's Starting 
Equipment 

Increases tola! EXP gained during 
battle by 1,2x 

— 

8000 

-- 

8-2A 

— 

Increases group's Stamina and Mind 
by i 2x when leader’s HP is full. 

24000 

12000 

After Ch.8 Cleared 

— 

— 

Increases group's Strength and 

Magick by 1.2x when leader's HP 
is full 

24000 

12000 

After Ch.8 Cleared 

-- 

— 

Grants group immunity to all status 
effects except KO 


— 

-- 

T79 

-- 
















































PART 4: Data 



t 




^ NAME 

SUPPORT ABILITY 

EFFECT 

BUY 

SELL 

H SH0P 9 

MISSION 

OTHER 

judicer's Heim 

Ufeshieid 

Increases group's max H P by 1.2x 

16000 

8000 

After Ch.8 Begins 


Bastes Starting 
Equipment 

Yinged Heim 

Resist Slow 

Grants group Immunity to Slow 

-- 

8000 

— 

8-2B 

** 

Atlas Helm 

Gallantry 

Increases group's Stamina and 

Mind by 1,3x when leader's HP falls 
below 25% 

24000 

12000 

After C!i.8 Cleared 

— 

— 

Dragon Helm 

Chivalry 

Increases group's Strength and 

Magick by 1.3x when leader's HP 
falls below 25% 

24000 

12000 

After Ch.8 Cleared 

— 

— 

Grand Helm 

Hero's Monograph 

— 

— 

— 

9-4 



- 0 - 

COST HOW/WHEN ACC IS ACQUIRED 


NAME 

SUPPORT ABILITY 

EFFECT 

BUY 

SELL 

SHOP T | 

MISSION 

OTHER 

BaGabuckler 

Will of Steel 

Increases group's Siamin3 by 1 .lx 

-- 

— 

— 

- 

Ba’Gamnans 
Starting Equipment 
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itis worlds or Mice and the Sky Continent Lemures are rich with raw materials that you can scavenge, Once you acquire these valuable resources, you can either 
sell them to Tomaj or provide them to Cu Sith, the Master Artificer as ingredients for crafting weapons at his Forge in the airship's Sky Saloon This section provides 
all of the significant stats on all of the materials available in the game. It also lists the following info; 


< > 


/ 


\y 


/\ 

T 

A 

V / 


Used In: The recipes for which the materia! type is required. 

Name: The name of the individual material. 

Grade: The material 's grade (High, Medium, Low). This affects the parameters of the weapons made with it. 

Cost: The pure! rase and sale values for the material. A doubledash in the Buy column indicates that the item cannot be purchased, while a 
double-dash in the Self column means that the item cannot be sold or discarded. 

Acquire: Ways in which the material can be acquired. 

Material Shop: Indicates during what time period the materiai can be purchased at the Material Shop aboard the airship in the Sky Saloon. 
\ou must occasionally acquire a certain number of materials during missions before they will appear in the shop. 

Mission. Indicates what missions this material will appear in as a reward for completion. The percentage indicates the chance that you 

will acquire this item. A star next to the percentage indicates that this will only be acquired as a mission reward if Kytes is deployed while 
equipped with the Goblin Pouch. 

Treasure: Indicates during what missions the material can be found in a treasure chest. 

Node: Gives the name of the type of Material Node in which this material can be found. The mission number indicates missions in which this 

material can be found in this kind of Material Node. The percentage indicates the percent chance that you will find that material with each 
scavenge attempt. 


(T* refers to Tomaj's hunts; MB refers to Mdee Battle; MD refers to the cwTspgrxffng floor of Hie ftfidKgJit's Deep cfemgeon 
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PART 4 

Data 


( 


V COMMON METAI 


Used In: Runebiade Red Halberd, Pressurizer, Blood Sword, Rigel, Duster, Pyroglide 


NAME 


_ 

GRADE BUY 


IHfl 


kv 


MATERIAL SHOP 




) 


TREASU" 



Mythril Shards 

Low 

300 

150 

After Ch.3 Cleared 'initial shop rostei i 

Sr» 

Myth ill Nugget 

Medium 

450 

225 

After Ch.5 Cleared 1 100+ Materials 
collected] 

T47: 75%; MB05: 75%. 

Mythril Ore 

High 

600 

300 

After Ch.5 Cleared (100+ Materials 
collected} 

T47; ’25%; MB05: ’25% 


jr 

LUSTR( 

\ 

DUS M 

ETA 

r 

1 jT 


Used fn: Runebiade, Ri 



COST 


WHEN/WHERE MATE! 

NAME 

GRADE 

BUY 

SELL 

MATERIAL SHOP 

MISSION 

Orichalcum 

Grains 

Low 

1500 

750 

After Ch.5 Cleared 

— 

Orichalcum 

Nugget 

Medium 

2250 

1125 

After Ch.8 Begins (500+ Materials 
collected) 

4-3: 75%; 6-5: 75%; 
MB15: 75% 

Orichalcum Ore 

High 

3000 

1500 

After Ch.8 Begins (500+ Materials 
collected) 

4-3: '25%; 6-5: 75%; 
MB15: ’25% 


Ti TaiiT~'~ t" ‘TA 




MD6 


Solid Stone: 67% (2-2; T50; MB02; MB05I 
Solid Stone: 22% (2-2; T50; MB02; MB05) 


4-1 Solid Stone: 11 % (2-2; T50; MB02; MB05: 






TREASURE 


NODE 

Solid Stone: 67% (4-3; 5-2; T51; T55; 
M815; MB22; MB24) 

Solid Stone: 22% (4-3; 5-2; T51; T55; 
MB15; MB22; MB24) 

Solid Stone: 1 i % (4-3; 5-2; T51; T55, 
MB 15; MB22; MB24) 


















































































































Used In; Arcturus, Divider, Defender, Laevateinn, Holy Lance Save the Quee** 


COST 


*i — —■* rw < 


WHEN/WHERE MATERIAL IS, 





rint Grains 
Assrnant Nugget 
- lamant Ore 


|grade 

|buy 

SELL 

MATERIAL SHOP 

MISSION TREASURE 

Low 

4320 

2160 

After Ch ,8 Begins 

— 

Medium 


3240 

— 

8-4:75% MBS1:75% 

High 

— 

4320 

— 

8-4: 75% MB31:75% 



Solid stone: 67% (7-1; T76; MB31) 
Solid stone: 22% (7-1; T76, MB31 
Solid Stone: 11%(7-1;T76; \'B3. 


Used In: Flametongue, kebrand, Wavefront, Discharger Silver Staff, Ice Lance 


% COST 

NAME 

GRADE BUY SELL 

P nk Silver 

Low 930 465 

White Silver 

Medium 1395 697 

Pure Silver 

High 1860 930 




MATERIAL SHOP 


After Ch.5 Cleared i1G0+ Materials 
collected) 

After Ch.5 Cleared (100+ Materials 
collected! 


NAME 

Pink Gold 


Low 


White Gold Medium 


Pure Gold 


High 


COST 

BUY 

SELL 

3180 

1590 

n w 

2385 

H 

3180 


MATERIAL SHOP 


COST 


WHEN/WHERE MATERIAL IS ACQUIRED 







MB07: 75% 


T50: 100 %; MB07: 75% 



Solid Stone: 67% (T52; T62; MB07; 
MB11; MB16) 

Solid Stone: 22% (T52; T62; MB07; 
MB11; MB16) 

Solid Stone: 11% (T52; T62; MB07; 
MBIT; MB16) 


Used In: Golden Staff, Rudra Is 1 war, Raijoudou, Loin, Regulus, Terra Wand 



WHEN/WHERE 

ili mission Tl 



■ 7 -> 


8-1:*75%;T60: 75%; 
T64: 75% 

8 - 1 :75%; 160:75%; 
T64: 75% 


Ryym-g. -Li:- _**: 

Solid Stone: 67% IT60; T65; T71; MB21; 
MB23; MB25) 

Solid Stone: 22% 1 T 6 O; T65; T71; MB21; 
MB23;MB25) 

Solid Stone: 11 % 1T60; T65; T71; MB21; 
3; 


Used In: Eruptor, Tyrfing, Polaris, Resonator 


7:-.^ zi~ 


XLV\ 

: . t.Aj‘cv*>.387 ' -- v" 


NAME 

GRADE 

BUY SELL 

MATERIAL SHOP 

HI MISSION 

(TREASURE NODI 

Damascus Steel 

Low 

- 2815 

— 

-- 

Solid Stone: 67% fT65) 

Scarletite 

Medium 

- 4222 

- 

— 

Solid stone: 22% (T65) 

Zodiac Ore 

High 

- 5630 

— 

MB32: *10%; MD10: 
75% 

MD 6 Solid Stone: 11% (765) 


rvL-c*- - i * — 

. -_7 '~ jt - T -LX. jn 




COST 


Used In: Pyroblade, Pyrascepter, Pyrowand, Pyroglide, Pyrolance 


WHEN/WHERE MATERIAL IS ACQUIRED 





NAME 

GRADE BUY SELL 

MATERIAL SHOP 

MISSION H 

TREASURE NODE 

Everbum 

Hign - 1500 

— 

T56:‘100%; FB32: 100% 

Everhum: 100% (T56s 


Used In: Cherry' Staff, Mythril Cutter, Mythrii Staff, Detonator 


NAME GRADE BLTV SELL 


- - ERIAL SHOP 


WHEN/WHERE 
MISSION 





NODE 


:er-eye 

Low 

150 35 AfeGi3 Geared : ri:si shop roster) 

— 

MD6 

Spa*-; " 2 . Stone: 6 ■; ^-2. MBQ2 

mm i 1 

Medium 

‘ Gared U00+ Materials 

MB02: 75% 

-- 

Sparkling Stone: 22% (2-2; MB02) 

r w 

j... .* 

High 

EEC : 1 ' 3 ~ UJjJWC ^ 

MB02: 75% 

— 

Sparking Stone: 17: 2-2; MM2) 























































































































Used In: Vesper Pole. Wavefront, Runeblade 



PART 4: 



. 



ERE MATERIAL IS ACQUIRED 




NAME 

GRADE 

BUY 

SELL| 

MATERIAL SHOP 

MISSION 

TREASURE 

NODE 

Peridot 

Low 

570 

285 

After Ch,3 Cleared (initial shop roster! 

-- 

— 

Sparkling Stone: 67% iT52; MB07; MB 

Malachite 

Medium 

855 

427 

After Ch.5 Cleared (100+ Materials 
collected) 

T52: 75% 

-- 

Sparkling Stone: 22% T52; MB07; MB 

Emerald 

High 

1140 

570 

After Ch.5 Cleared (100+ Materials 
collected) 

T52:75% 

4-1 

Sparkling Stone; 11% (T52; MB07; MB 


Used Irt: Silver Staff, Rime Wand. Pressurizer, Ice Lance, Rise! 


COST 


WH 


NAME 

GRADE 

BUY 

SELL 

MATERIAL SHOP 


Lapis Lazuli 

Low 

2250 

1125 

After Ch.5 Geared 


Aquamarine 

Medium 

3375 

1687 

After Ch.8 Begins (500+ Materials 
collected) 

T54: ’ 

Sapphire 

High 

4500 

2250 

After Ch,8 Begins (500+ Materials 
collected) 

T54:" 






ncL/ 


i * * A' 

J-J? ' - -r> •• - - • > 




IWBW ^ 


T54; '25%; T62: ’25% 


6-3 


Sparkling Stone: 67 c b 6-2; 6-1; e 54; T62 
MB20; MB22) 

Sparkling Stone: 22% (5-2; 6-1; T54; T62. 
MB20; MB22) 

Sparkling Stone: 11% (5-2; 6-1; T54; 162: 
MB20; MB22) 


Used In: Golden Staff, A returns, Regulus, Nirvana, Caldera 


NAME 

Carnet 

Spinel 

Ruby 


ICOST | 

li§®|r mu WHEN/WHERE MATERIAL IS ACQUIRED 

GRADE 

BUY 

SELL 

MATERIAL SHOP 

fll MISSION 

;§TREASURE NODE 

Low 

4320 

2160 

After Ch.8 Begins 

- 

Sparkling Stone: 67% (7-1; T71; MB25) 

Medium 

-- 

3240 

— 

7-1:75%; T71: *75% 

Sparkling Stone: 22% (7-1; T71; MB25) 

High 

— 

4320 

— 

7-1: ‘25%; 171:75% 

Sparkling Stone: 11% (7-1 ; T71; MB25) 


Used In: Rainmaker, Coral Blade, Whale Whisker, Galatyn 



COST 


WHEN/WHERE MATERIAL IS ACQUIRED 

NAME 

GRADE 

|buy 

SELL 

MATERIAL SHOP 

MISSION 

TREASURE NODE 

Coral Fragment 

Low 

4320 

2160 

After Ch,8 Begins 

— 

Sparkling Stone: 67% (T58; T77; MB18) 

Coral Branch 

Medium 

-- 

3240 

— 

T58: 75%; T77: 75%; 
MB18: 75% 

Sparkling Stone: 22% (T58; T77; MB18) 

Pearl 

High 

— 

4320 

— 

T58: ‘25%; T77: ‘25%; 
MB18: '25% 

Sparkling Stone: 11% (T58; T77; MB18) 


COST 


NAME 

GRADE 

BUY SELL 

MATERIAL SHOP 

MISSION 

Moonstone 

Low 

- 2815 - 


-- 

Opal 

Medium 

- 4222 - 


165:75%; 172:75% 

Diamond 

High 

- 5630 - 


T65: '25%; 172: *25%; 
MB32(‘10%); MD10: 
25% 


Used In: Galatyn, Zeus Mace, Nirvana 

WHF.N/WHERE MATERIAL IS ACQUIRED I;fg ^g§||§ggg 

TREASURE _ L NODE 

Sparkling Stone: 67% (T72) 
Sparkling Stone: 22% (T72) 

MD6 Sparkling Stone: 11% (T72) 



Used In: Cherry Staff, Gaia Rod, Storm Lance, Rod of Lightning, Mythril Lance 


COST 

■HHHHni 

J/WHERE MATERIAL IS ACQ 


NAME 

GRADE 

|buy 

SELL 

MATERIAL SHOP 

MISSION TREASURE 


Cnerryv.'ood Chips 

LOW 

150 

75 

After Ch.3 Cleared (initial shop roster) 

— 

Virgin Timber: 67% (2-1; MB01) 

Cherrywood Stick 

Medium 

225 

112 

After Ch.5 Cleared (100+ Materials collected) 

T46: 75% 

Virgin Timber: 22% (2*1; MB01) 

Cnerryv.'ood Log 

High 

300 

150 

After Ch.5 Cleared i100+ Materials collected) 

T46; ’25% 

Virgin Timber: 11% (2-1; IVIB01) 

































































































































PART 4 l Data 


Used In: Vesper Pole, Storm Wand, Trident 


COST 

■ 

WHEN/WHERE MATERIAL IS ACQUIRED 

1 

- I - . ■'"'*> i>- ; 

NAME 

GRADE 

BUY 

SELL 

MATERIAL SHOP 

MISSION TREASURE j 

N 

ODE 

_ - 7 wood 

LOW 

570 

285 

After Ch.3 Cleared (initial shop roster) 

-- 

Virgin Timber: 67% 

(3-5;T51; MB10) 

ewood 

sr rx 

Medium 

855 

427 

After Ch.5 Cleared (100+ Materials 
collected) 

T51: 75%; MB10: 75% 

Virgin Timber: 22% 

(3-5;T51; MB10) 


!=:■ e i ,vood 


High 1140 570 


After Ch.5 Cleared (100+ Materials 
collected) 


T50:100%; T51: '25%; 
MB10: ‘25% 


Virgin Timber: 1 1% (3-5; T51; MB10) 


Used In: Rime Wand, Rigei Elfin Bov. Pyrascepter. Pyrolance 


COST 


WHEN/WHEI 



NAME 1 . 
idarwood Chips 


Cedarwood Log 


Low 

LJVJ I 

2250 

j l ll i nn i i_f vi/ i l j i iwi 

1125 After Ch.5 Cleared 

« — 

4 ’ v ^ 

Virgin Timber: 67% (5-2; T59; MB 14; 
MB19; MB22) 

Medium 

3375 

, After Qi .8 Begins (500+ Materials 

lbi5/ collected) 

5-2:75%; MB14; *75% 

Virgin Timber: 22% (5-2; T59; MB!4; 
MB19; MB22) 

High 

4500 

2250 After Ch .8 Begins 

5-2: *25%; MB14: ’25 : : 6-3 

Virgin Umber: 11% (5-2; T59; MB14; 
MB19; MB22) 


Used In: Artemis Bow, Arcturus, Lava Wand, Wizard's Red, Perseus Bow 


WHE: 






NAME GRADE BUY SELL MATERIAL SHOP 

Oakwood Chips Low 4320 2160 After Ch .8 Begins 







■_-SB 



STI11*1 
Wlltl 




Oakwood Stick Medium 


3240 


'-7 


75%; 8-2C: *75%; T74: *75%; 
MB27: 75% 


Oakwood Los 


High 


-- 

4320 

.m a- 

7-2: *25%; 8 - 2 C: *25%; T74: ‘25%; 
MB27: *25% 

8-3 


Virgin Timber: 67 : ; (7-2; T58: MB27 
Virgin Timber: 22% (7-2: T 68 ; ME7 

Virgin Timber: 11% (7-2; T 68 ; 


Used In: Mvthril Blade, Gaia Rod, Storm Lance 


J 




COST 


VHERE MATERIAL IS ACC 

--^ 

hhhhhhmhmi 

NAME 

GRADE 

BUY 

SELL 

:;:fIf MATERIAL SHOP fJt| 

MISSION TREASUR 

E NODE 

Bone Chips 

Low 

150 

75 

After Ch.3 Cleared (initial shop roster) 

— 

Inscrutable Bones: 67% IT48; MB03) 

Study Bone 

Medium 

225 

112 

After Ch.5 Cleared [100+ Materials collected] 

T48: *75% 

Inscrutable Bones: 22% (T48; MB03I 

Blood-darkened Bone 

High 

300 

150 

After Ch.5 Cleared i!00+ Materials collected! 

T48: *25% 

Inscrutable Bones: 11% iT48; MB03) 


Used In: Rod of Ice, Earth Wand, Earthsabre 




COST 

% -. ' .... 

WHEN/WHERE MATER 

:!AL IS ACQU1 


NAME 

GRADE 

BUY SELL 

S|% MATERIAL SHOP 

(■■mission d 

TREASURE 

NODE 

Wolf Bone 

Low 

‘020 510 

After Ch.3 Cleared (initial shop roster) 

-- 

— 

Inscrutable Bones: 67% (5-1; T50; T60; 
MB05; MB08; MB12; MB 16) 

Destrier Bone 

Med 

-w rn‘ m ’ .H* 

After Ch.5 Cleared (100+ Materials 
collected) 

5-1: 75%; MB16: 75% 

■w 

Inscrutable Bones: 22% (5-1; T50; T60; 
MB05; MB08; MB 12; MB 16) 

eastl ord Bone 

High 

M ^ ^ 1 c _ 

After ch.5 cleared [100+ Materials 

V.L i i w ■»-i 

5-1: *25%; MB16: ‘25% 

4-1 

inscrutable Bones: 11 % (5-1 ; T50; T60; 

MB05; MB08; MB ! 2; MB16) 













































































































Used in: Bfood Lance, Whale Whisker, Rudra Talwar, Liiin, Stoneblade, Terra Wand 


NAME 
Tyrant Bone 
Wyvem Bone 
Wyrm Bone 


COST 




WHEN. WHERE 


GRADE 

BUY 

SELL 

MATERIAL SHOP 

■1 MISSION 

Low 

3180 

1590 

After Qi.8 Begins 

-- 

Medium 

— 

2385 

— 

MB20:75%; MB26: *75% 

High 

— 

3180 

** 

MB20: ‘25%; MB26: '25% 





; 




NODE 

inscrutable Bones: 67% (T56; T72; MB20; MB23; MB2£| 
Inscrutable Bones: 22% IT56; T72; MB20; MB23; MB:. 
Inscrutable Bones: 11% (T56; T72; MB20; MB23; M82t 


v A. 1 i 1 I 1 J T T V_Jr ,1. V. ,i %_r~* x jL A tL.* jl A 

Used In: Mythri! Staff, Myth fit Lance, Trident, Rebrand, Rod of Ice 

COST 

• 

n. ’■ - “i ” ' _ _ •_ _ 1 -" 1 .-- ' “ ~ , C- - - ■ ~ ■ _ - k* 1 '— . — __ 

WHEN/WHERE MATERIAL IS ACQUI; 


NAME 

GRADE 

BUY 

SELL 

■ - MATERIAL SHOP 

MISSION TREASURE 

NODE 

insect Husk 

Low 

300 

150 

After Ch,3 Cleared (initial shop roster: 

-- 

Inscrutable Bones: 67% (T48; MB03; 
MB06) 

Ichthon Scales 

Medium 

450 

225 

After Oi5 Cleared (100+ Materials 
collected) 

T50: *75%; MB03: "75% 

inscrutable Bones: 22% (T48; MB03; 
MB06) 

Ancient Turtle 
Shell 

High 

600 

300 

After th.5 Cleared (100+ Materials 
collected) 

T50: *25%; MB03: ‘25% T53 

Inscrutable Bones: 11% (T48; MB03; 
MB06) 


Used In: Earth Wand, Red Halberd, Silver Staff, Elfin Bow, Pyrowand 


COST 


WHEN/WHERE MATERIAL IS ACQUIRED 

NAME 

GRADE 

BUY 

SELL 

MATERIAL SHOP 

U MISSION iff 

TREASURE NODE 

Destrier 

Barding 

Low 

1500 

750 

After Ch.5 Cleared 

— 

Inscrutable Bones: 67% {4-1; T54; T61; 
MB09; MB13; MB 19; MB22) 

Lamia Scales 

Medium 

2250 

1125 

After Ch.8 Begins (500+ Materials 
collected) 

4*1: ‘75%; MB09: 75%; 
MB22:75% 

Inscrutable Bones: 22% (4-1; T54; T61; 
MB09; MB13; MB 19; MB22) 

Battlewyrm 

Carapace 

High 

3000 

1500 

After Oi.8 Begins (500+ Materials 
collected) 

4-1: ‘25%; MB09: *25%; 
MB22: *25% 

. 3 Inscrutable Bones: 11% (4-1; T54; T61; 

4 ' 5 MB09; MB13; MB19; MB22) 


Used In: Golden Staff, Artemis Bow, Bfood Lance, Defender, Zeus Mace 


COST 



.—> —-*=a» 


■ vi;:,;. » 

i : -a » .■* o o> ■ *\ • -. -£m * r 


NAME 

GRADE 

BUY 

SELL 

MATERIAL SHOP 

H MISSION 

TREASURE HHH NODE 

Wwem Scales 

J 

Low 

4320 

2160 

After Ch.8 Begins 

-- 

Inscrutable Bones: 67% (7-2; MB30> 

RingWymi 

Scales 

Medium 

— 

3240 

— 

T75: 75%; MB30: 75% 

Inscrutable Bones: 22% (7-2; MB301 

Emperor Scales 

High 

- 

4320 

__ 

T75: ‘25%; MB30: ‘25% 

Inscrutable Bones: 11% (7-2; MB30' 





PART 4: 


Data 



M 


Used In: Mythril Blade, Cherry Staff, Tempestblade, Rod of Lightning 



COST 


HEN/WHERE Mfl 

TERIAL IS ACQU1J 


NAME 

GRADE 

BUY 

SELL 

MATERIAL SHOP 

% MISSION 

TREASURE 

NODE 

Rat Pelt 

Low 

150 

75 

After Ch.3 Cleared (initial shop roster) 

-» 

— 

Inscrutable Bones: 67% (2-1; M B01 ) 

Bat Wing 

Medium 

225 

112 

After Ch.5 Cleared (100+ Materials 
collected) 

MB01 : 75% 

N 

Insniitable Bones: 22% (2-1; MB0T 

Serpen iskin 

Hiah 

300 

150 

After Ch.5 Cleared (100+ Materials 
collected) 

MB01 : *25% 

-- 

Inscrutable Bones: 11% (2-1; MBOT' 


Used In: Flametongue, Vesper Pole., Storm Wand 



COST 

\ 

VHEN/WHERE MATER 

1AL IS ACQUI; 

RED 

NAME GRADE 

BUY 

SELL 

MATERIAL SHOP 

If MISSION IH 

TREASURE 

NODE 

Rabbit Pelt Low 

1020 

510 

After Ch.3 Geared (initial shop roster) 

— 

— 

Inscrutable Bones: 67% (3-5; T51 ; T58; 
T59; MB06; MB14; MB18) 

Coeurl Pelt Medium 

1530 

765 

After Ch 5 Cleared H00+ Materials 
collected) 

5-4:75%; 159:75%; 
MB06: 75% 

— 

Inscrutable Bones: 22% (3-5; T51; T58; 
T59; MB06; MB14; MB18) 

Beastiord Pei; High 

2040 

1020 

After Ch 5 Geared 1100+ Materials 

5-4: ’25%; T59: ‘25%; 
MB06: *25% 

4-3; T53 

Inscrutable Bones: 11 % (3-5; T51; T58; 
T59; MB06; MB14; MB18) 

































































































PART 4 : Data 








Used In: Perseus Bow, Tyrfing, Nirvana 


COST 

; ; 7 7 WHEN/WHERE MATERIAL IS ACQUIRED |£g W&M 7 ; 

NAME 

GRADE 

BUY 

SELL 

MATERIAL SHOP 

MISSION 7 TREASURE 

NODE 

--'man Wing 

Low 

3180 

1590 

After Ch.8 Begins 

__ 

Inscrutable Bones: 67% (T71; MB19; MB23; 
MB25) 

7 rant Wing 

Medium 

ww 

2385 

— 

T67:75%; MB19:75%; MB25; 75% 

Inscrutable Bones: 22% (171; MB 19; MB23; 
MB25) 

.••.'em Wing 

High 

mm 

3180 

— 

T67: 75%; MB19: *25%; MB25: 75% 

Inscrutable Bones: 11 % (T71; MB19; MB23; 
MB25) 


\ 


Used In: Runeblade, Earthsabre, Elfin Bov*' Pyroblade 


NAME 

GRADE 

BUY 

SELi 

- r r; i f ilTTfiBlTi'TITiP^rTiriWI ■ III m i \ 

: MATERIAL SHOP 

MISSION 

Rat Tail 

Low 

1500 

750 

After Ch.5 Cleared 

■m m 

M ^ i T r i"i 


TREASURE 


NODE 


inscrutable sores 

1 f ; r- 1 ■ e ■ ~ » ■ 

V l D I U, * ID E _! til 


Demon Tail 


Medium 2250 1125 


MalboroVine High 3000 1500 


After Ch.8 Begins (500+ Materials 
collected! 

After Ch.8 Begins (500+ Matetiais 
coilectedi 


^■■£1: *75% 

4-2: *25%; T61: '25' 
M82 


l l 


t i 


| f TV 


1*^ 


UlJ-Irt, IIQlT. liAi^' 

1*1 Kj 1 U r IViD I AnDji 


Used in; Aj 


■m. “K r W "t r 

- * ■ ■ 


whe; 


sB imiiU 





NAME GRADE BUY 
Coeurl Wliisker Low 4320 
Destrier Mane Medium 
Dragon Whisker High 


I I 




2160 After Ch.8 Begins 
3240 -- 
4320 - 


8-2B: 75%; T68: 75%; 173: 75% 
8-2B: ‘25%; T68: ’25%; T73: *25% 


i\!(j 

Inscrutable Bones: 67-: "68, MB27 
Inscrutable Bones: 22% iT63; MB27) 
InsaiitabSe Bones: 11% (T68; MB27) 


Used In; Discharger, Blood Sword, Duster 



COST 

WHEN/WHERE MATERIAL IS ACQUIRED 

NAME 

GRADE 

BUY 

SELL 

MATERIAL SHOP 

MISSION 

TREASURE 

NODE 

Green Liquid 

Low 

1500 

750 

After Ch.5 Cleared 

-- 

-- 

Strange Liquid: 67% (4-3; T55; T59; 

MB14; MB11; MB21; MB22) 

Yellow Liquid 

Medium 

2250 

1125 

After Ch.8 Begins (500+ Materials 
collected) 

5-3: 75%; 6-3: 75%; 
T55: *75% 

-c +■ 

Strange Liquid: 22% (4-3; T55; T59; 

MB14; MB15; MB21; MB22) 

Silver Liquid 

High 

3000 

1500 

After Ch.8 Begins (500+ Materials 
collected) 

5-3: 75%; 6-3: 75%; 
T55: 75% 

— 

Strange Liquid: 11% (4-3; T55; T59; 

MB!4; MB! 5; MB21; MB22) 


\ qt pQT rc ft ! ■ t i ) Used In: Rainmaker, Divider, Fumarole, Wizard’s Rod, Tumulus, Polaris 



COST 


WHEN/WHERE MATERIAL IS ACQUIREDflHHHHHHIHH 

NAME | 

GRADE 

BUY 

SELL 

MATERIAL SHOP 

V 77 MISSION 

TREASURE NODE 

5 me Oil 

LOW 

4320 

2160 

After Ch.8 Begins 

-- 

Strange Liquid: 67% (7*1; MB30) 

_ - purified Ether 

Medium 

-- 

3240 

— 

8-3: *75% 

Strange Liquid : 22% (7-1; M B30) 

mon Drink 

High 

-- 

4320 


8-3: *25% 

Strange Liquid : 1 1 % (7- 1; M B3 0) 








Used In: Hurnito, Lava Wand, Fumarole. Laevaieinn, Tumulus, Caldera 


COST 


WHEN/WHERE MATERIAL IS ACQUIRED |g 


NAME 

GRADE 

BUY 

SELL 

MATERIAL SHOP 

MISSION 

TREASURE 

■■■■■ 

a -: Cinder 

Low 

3180 

1590 

After Cn.8 Begins 

__ 

— 

Strange Liquid: 67% (T56; T76; 
MB23; MB24; MB31) 


tel! 

Medium 

— 

2385 

— 

6-4: *75%; T76: *75%; MB23: 75%; MB24: *75% 

m ■* 

Strange Liquid: 22% iT56; T76; 
MB23; MB24; MB31) 

_____ - 

ank 

High 

__ 

31 

80 

— 

6-4: *25%; T76:75%; MB23: 75%; MB24: 75% 

ir mi 

Strange Liquid: 11% (T56; T76; 
MB23; MB24; MB31) 


































































































Used In: Blood Sword, Blood Lance, Resonator 



PART 4: 

Data 



V 


i/ 



COST 


WHEN/WHERE MATER 

IAL IS ACQU 

■■nMSMHHISEHiH 

NAME 

GRADE 

BUY 

SELL 

1 MATERIAL SHOP 

4 MISSION |H 

TREASURE 


Zombie Powder 

Low 

4320 

2160 

After Ot.8 Begins 

— 

— 

Strange Liquid: 67% {7-2; MB28) 

Death Powder 

Medium 

— 

3240 

— 

MB28; 75% 

* 

Strange Liquid: 22% (7-2; MB28) 

Sou! Powder 

High 

•mm 

4320 

— 

MB28; *25% 

8-3 

Strange Liquid: i 1 % (7-2; MB28) 




F Used In: Funiarole, Eruptor, Stoneblade, Holy Lance, Caldera 


COST 


WHEN/WHERE MATER 

IAL IS ACQU: 


NAME 

GRADE 

BUY 

SELL 

MATERIAL SHOP : 

■ MISSION 

TREASURE 


Stardust 

Low 

4320 

2160 

After Ch.8 Begins 

-- 

-- 

Strange Liquid: 67% {T68; T72; MB26) 

Moondust 

Medium 

— 

3240 

-- 

8-2A: *75% 

— 

Strange Liquid: 22% (T68; T72; MB26) 

Sundust 

High 

-- 

4320 

— 

8-2A: *25% 

-- 

Strange Liquid: 11% fT68; T72; MB26) 


( 1 '1R V- SR A R1!) Used in: Detonator, Flametongue, Red Halberd, Lava Wand, Pyroblade, Pyrowand, Pyroglide, Pyrolance i 


COST 


WHEN/WHERE MATER 

IAL IS ACQUI 


NAME 

(grade 

BUY 

[SELL 

MATERIAL SHOP 

l4 : mission 

TREASURE 

\mmm node m 

Fire Stone 

Low 

380 

190 

After Ch.3 Cleared {initial shop roster) 

-- 

MD6 

Umpid Crystal: 67% (2-2; 3-5; T56; MB02; 
MB06; MB08; MB12; MB24); Limpid 
Crystal: 33% p76: 76%; MB21) 

Fire Magicite 

Medium 

570 

285 

After Ch.5 Cleared (100+ Materials 
collected) 

4-4: *75%; 4-5: 75%; 
T57: 75%; MB13: “75% 

— 

Umpid Crystal: 22% (2-2; 3-5; 156; MB02; 
MB06; MB08; MB12; MB24); Umpid 
Crystal: 33% (T76: 76%; MB21) 

Fire Crystal 

High 

760 

380 

After Ch.5 Geared (100+ Materials 
collected) 

4-4: '25%; T50: 100%; 
MB]3; *25%; MB29: 
*75%, etc 

4-3 

Limpid Crystal: 10% [2-2; 3-5: T56; MB02; 
MB06; MB08: MB 12: MB24); Limpid 

Cl-vstal: 17% (176: 76%;MB21i 








Used In: Trident, kebrand Rod of Ice. Rime Wand. Ice Lance. Rainmaker 








j ~ " 4 - 


COST : 

WHEN/WHERE MATERIAL IS ACQUIRED 

NAM E 

GRADE 

BUY 

SELL 

MATERIAL SHOP 

mission 4 

TREASURE 

m node ■ 

Water Stone 

Low 

380 

190 

After Ch.3 Cleared (initial shop roster) 

m ■=■ 

MD6 

Limpid Crystal: 67% (4-1; 6-1; T50; T54; 
T65, MB05; MB08; MB09; MB17l; Limpid 
Crystal: 33% 077; MB28) 

Water Magicite 

Medium 

570 

285 

After Ch.5 Cleared {100+ Materials 
collected) 

6-1:75%; T66:75%; 
MB17:75% 

-- 

Limpid Crystal: 22% (4-1; 6-1; T50;T54; 
T65; MB05; MB08; MB09: MB17i; Limpid 
Crystal: 33% (T77; MB28) 

Water Crystal 

High 

760 

380 

After Ch.5 Cleared (100+ Materials 
collected) 

6-1: ‘25%; T66. '25%; 
MB17: *25% 

4-3; 6-3; T53 

Umpid Crystal: 10% (4-1; 6-1; T50; T54; 
T65; MB05; MB08; MB09; MB17); Limpid 
Crystal: 17% (T77; MB28) 


Used in: Storm Lance. Tempestbiade, Rod of Lightning, Storm Wand, Discharger 


NAME 

GRADE 

BUY 

SELL 

MATERIAL SHOP 

Storm Stone 

Low 

380 

190 

After Ch.3 Cleared (initial shop roster) 

Storm Magicite 

Medium 

570 

285 

After Ch.5 Cleared (100+ Materials 
collected) 

Storm Crystal 

High 

760 

380 

After Ch.5 Geared >100+ Materials 
collected) 



WHEN/WHERE 

MISSION U TREASURE NODE -4 


MD6 


7-4: 75%; T5B: 75%; 
T69: 75%; MB08: 75%; 
MB18: *75% 

7-4: -25%; T53: ‘25%; 
MB08: *25%; MB18: 
’25% 


4-3 


Limpid Crystal: 57% iT48, T58; M802; 
MB08; MB14; MB18; MB20); Umpid 
Crystal: 33% [172; MB26) 

Umpid Crystal: 22% (T48; T58; MB02; 
MB08; MB!4; MB!8; MB20); Umpid 
Crystal: 33% (T72; MB26) 

Limpid Crystal: 10% fT48; T58; MB02; 
MBQ8; MB14; MB18; MB20); Umpid 
Crystal: 17% (T72; MB26) 


j r 












































































































Used !n: Gaia Rod, Earth Wand. Earthsabre, Duster 




1 COST 

1 

WHEN/WHERE MATER 

UAL IS ACQUII 

Den 

n\ C LJ 

GRADE 

BUY 

SELL 

MATERIAL SHOP 

mission 

TREASURE 

NODE | ^ 

Low 

380 

190 

After Ch.3 Cleared {initial shop rosier) 

— 

MD6 

Limpid Crystal; 67% (2-1; 4*2; 5-1;T60; 
MB01; MB08; MB10; MB16i; Limpid 
Crystal: 33% (MB26; MB25) 

Medium 

570 

285 

After Ch.5 Cleared (100+ Materials 
collected) 

6-2:75%; T49: 75%; 
MB04: 75%; MB16: 
*75% 

- 

Limpid Crystal: 22% (2-1; 4-2; 5-1; T60; 
MB01; MB08; MB10; MB16); Limpid 
Crystal: 33% (MB26;MB25) 

High 

760 

380 

After Ch.5 Geared (100+ Materials 
collected) 

6-2: 75%; T49: 75%; 
MBQ4: *25%; MB! 6: 
75% 

4-3 

Limpid Crystal : 11% {2-1; 4-2; 5-1; T60; 
MB01; MB08; MB10; MB16); Limpid 
Crystal:! 7% {MB26; MB25) 


Used In: Laevateinn, Wizard's Rod, Eruptur, Tumulus 


■■MH 


NAME 

r e Gem 


GRADE 

High 


COST 
BUY SELL 

-- 5630 


WHEN/WHERE MATERIAL IS ACQUIRED 



MATERIAL SHOP MISSION TREASURE 

9-1: *25%; T78: *25%; MB29: „ Dg Limpid Crystal: 1% {2-2; 3-5; T56 


‘25%; MDIO: 100% 


MB08, MB:2 YE-24 L:"-:: 


L. .i 


MB02; MB06. 
17%{T76;MB31) 


Used In: Coral Blade, Perseus Bow, Whale Wbista 


i u i ait 


NAME 

GRADE 

BUY 

SELL 

Water Gem 

High 

— 

5630 







COST 

NAME 

GRADE 

BUY 

SELL 

Storm Gem 

High 

-- 

5630 


MATERIAL SHOP 




MATERIAL SHOP 


WHEN/WHER 


Mi SSI 



y. 


1 1 ■ 




v::f 


Limpid Crystal: 1%(4-1;6-1;T50;T54; 
T55; MB05; MB08; MB09; MB 17); limpid 
Crystal' 17% (T77; MB28) 


Zeus Mace. Lota. TvrfhiE 


WHEN WHERE MATERIAL IS , 

, 

TR r 






9-3; *25%; T80: 75%: 
MD10: 100% 


MD6 


limpid Crystal: 1' - - 1 48; T58 MB03; 
MB08; MB14; MB18; MB20I; Umpid 
Crystal: 17% (T72; MB26J 


Used In: Stoneblade, Regutus. Terra Wand, Buluc Chabtan 



COST 1 

WHEN/WHERE MATERIAL IS ACQUIRED 1H 

NAME 

grad! 

buy: 

SELL 

MATERIAL SHOP 

MISSION 

TREASURE 

NODE 

Earth Gem 

High 

-- 

5630 

-■ 

9-4: 75%; T81:75%; 
MD10: 100% 

MD6 

Limpid Crystal: 1% (2-1; 4-2; 5-1; T60; MB01; MB08; 

M810; MB16); Limpid Crystal: 17% (T71; MB25I 







































































































Thanks to Vaan's friend Tomaj, commerce is alive and flourishing on the airship. After clearing mission 3-1, you can buy equipment from Toma] on the airship's bridge. 
After completing Chapter 3, Tomaj moves his wares to the airship's Sky Saloon, where the following new shops open for business: the Cafe, where Penelo works; Tomaj's 
Shop, where you buy and sell equipment; the Material Shop, where you buy and sell raw materials; and The Forge, where you can have powerful new weapons crafted 
by Cu Sith, Master Artificer. After the start of Chapter 4, you can also visit Filo in the front of the fountain to add special decorations to the Sky Saloon. 

During Chapter 5 and the first part of Chapter 7, you can't access the airship or the Sky Saloon. However, if you speak to Tomaj in Tomaj’s Camp during Chapter 5, 
you can still access his shop options. 



After meeting certain conditions Hike clearing specific missions or gathering 
a set amount of materials), you trigger upgrades to the airship's Sky Saloon 
shops. While some of these changes are merely superficial, Tomaj's shop and 
the Material Shop not only expand, but also lower their prices. 


UPGRADING TOMAJ'S SHOP 

UPGRADE 


1 st upgrade 

Clear Mission T60 (prices reduce 5°/o) 

2nd upgrade 

Clear Mission T76 (prices reduce 10%) 

UPGRADING THE MATERIAL SHOP 

UPGRADE 


1 st upgrade 

Clear Chapter 5 and collect 100+ materials during missions 

2nd upgrade 

Clear Chapter 8 and collect 500+ materials during missions 

UPGRADING THE FORGE 

UPGRADE 


1 st upgrade 

Clear Mission T63 

2nd upgrade 

Clear Mission T72 

[CAFE 

: 

UPGRADE 


1 st upgrade 

Clear Mission T73 



You cannot buy or sell items at this location, but many folks gather around 
Penelo's shop for good conversation and juicy gossip. You can also unlock 
several missions on Tomaj's notice board (all regarding "Foodstuffs" gathering! 
by talking to Penelo in the cafe at certain times. 

— oTHE FORGE - 

There is plenty of info on the Master Artificer's forging activities in the next 
sections on Recipes and Forging. For now, you should know that you come 
here to ask Forgemaster Cu Sith to forge new weapons. Many of the Materials 
required for forging can be purchased at the Material Shop, but others can only 
be acquired during missions. 


PART 4: 


Data 






ft m 


,s!y 


1 f 




lari gjk ' I 

I T fl § ft Jf teg 







Buy weapons, armor, and accessories here. You can also sell items, and talk 
to Tomaj. The number of items Tomaj has for sale increases as you progress 
further into the game. After acquiring one unit of any type of equipment, it's 
listed as "Soid Out" and you can't buy it again. In the following section, “Sell 
Conditions’ refers to when the item listed first appears for sale. Aiso, the "Cost” 
listed is the price before discounts. 



SELL CONDITIONS 


NAME 

COST 

3-1 

CLEARED 

CH.3 

CLEARED 

CH.5 

BEGINS 

CH.8 

BEGINS 

Longsword 

400 

X 




Mythril Blade 

600 

X 




Tempestblade 

850 


X 



Flametongue 

2400 


X 



Icebrand 

2400 



X 


Runebiade 

3600 



X 


Earthsabre 

4800 




X 

Blood Sword 

7400 






CH.8 

CLEARED 




SELL CONDITIONS 

NAME 

COST 

3-1 

CLEARED 

CH.3 CH.5 CH.8 CH.8 

CLEARED BEGINS BEGINS CLEARED 

Crescent Pole 

300 

X 

Cherry Staff 

450 

X 


Mythril Staff 

750 


X 

Vesper Pole 

2200 


X 

Staff of Protection 

3600 


X 

Silver Staff 

4700 


X 

Golden Staff 

11900 


SfiSIBSI 581 x 1 



SELL CONDITIONS 


NAME 

Rod of Fire 


COST 

3-1 

CH.3 

CLEARED 

CLEARED 

300 

X 



CH.5 CH.8 CH.8 
BEGINS BEGINS CLEARED 


Caia Rod 700 X 


Rod of Lightning 850 X 

Bod oflce 1700 I _ 

Storm Wand 2000 X 

Earth Wand 2900 X 


Rime Wand 4900 X 

Lava Wand 7900 


X 











































PART 4: Data 




« kTMBBKB 


SELL CONDITIONS 





T| Ti 

ii » > I 


. JP 


5ELL CONDITIONS 


Scertral Edge 
• • 1 Cutter 
.:: nator 
A. efront 
Ti charger 
Pressurizer 
Duster 
-rainmaker 
Tivider 


COST 

3-1 

CHS 

CH.5 

CH.8 

CH.8 

NAME 

COST 

3-1 

CH.3 

CH.5 

CH.8 

CH.8 

CLEARED 

CLEARED 

BEGINS 

BEGINS 

CLEARED 

CLEARED 

CLEARED 

BEGINS 

BEGINS 

CLEARED 

300 

X 





Bronze Chestplate 

400 





750 

X 





Kenpogi 

800 

X 





830 


X 




Silver Chestplate 

1600 

X 



2500 



X 



Ruby Chestplate 

3200 


X 




2900 



X 



Jujitsu Gi 

5800 

X 



5300 




X 


Black Garb 

7600 




X 


3400 




X 


Power Vest 

12000 


X 


9100 





X 

Ninja Gear 

16000 





X 

13000 





X 

Diamond 

24000 




X 







Chestplate 






SELL CONDITIONS 


NAME 

COST 

3-1 

CLEARED 

CRB 

CH.5 

BEGINS 

CH.8 

BEGINS 

CH.8 

CLEARED 



CLEARED 



Spear 

400 

X 




Storm Lance 

700 

X 





Mythril Lance 

750 

X 




Trident 

1300 



X 



Red Halberd 

3400 


x 



Ice Lance 

3600 




X 


Blood Lance 

11900 



n 


Holy Lance 

13000 





X 

GUNS 


SELL CONDITIONS 

NAME 

COST 

3-1 

CLEARED 

CH.3 

CLEARED 

CHS 

BEGINS 

CH.8 

BEGINS 

CH.8 

CLEARED 



Rigel 

6000 


X 



-■ SELL CONDITIONS 

NAME 

COST 

3-1 

CLEARED 

CH.3 

CLEARED 

CH.5 

BEGINS 

CH.8 

BEGINS 

CH.8 

CLEARED 

Dancer's Garb 

400 

X 






Kilimweave Shirt 

Raindoud 

Raiment 

Bard's Tunic 

Traveler's 

Vestment 

Stoim Gear 


800 

1600 

3200 

5800 

7600 


X 

X 


MaduinGear 12000 



X 


Crimson Gear 
Gaia Gear 


16000 
24000 


X 

X 


Ardurus 


13000 


X 



SELL CONDITIONS 



SELL CONDITIONS 


NAME 

COST 

CLEARED 

CH.3 

CLEARED 

CH.5 

BEGINS 

CH.8 

BEGINS 

CH.8 

CLEARED 

Elfin Bow 

5300 


X 


Artemis Bow 

13000 




X 

HAND BOMBS 

SELL CONDITIONS 

NAME 

COST 3-1 

CLEARED 

CH.3 

CLEARED 

CH.5 

BEGINS 

CH.8 

BEGINS 

CH.8 

CLEARED 

- omito 


X 


-jmarole 

12000 




X 


NAME 

COST 

3-1 

CLEARED 

CH.3 

CLEARED 

CH.5 

BEGINS 

CH.8 

BEGINS 

CH.8 

CLEARED 

Cotton Robes 

400 

X 






Mage's Robes 
Silk Robes 
Hermit’s Robes 
Druid's Robes 
Shaman's Robes 
Wizard's Robes 
White Robes 
Black Robes 


CIST 


800 

1600 

3200 


X 


X 

X 


5800 



X 



7600 

12000 

24000 


X 

X 


24000 





X 

X 



SELL CONDITIONS 



ED 


SAME 


_ w 0 f 

Queen 


COST 

13000 

13000 


SELL CONDITIONS 

NAME 

COST 

3-1 

CLEARED 

CH.3 

CLEARED 

CH.3 

BEGINS 

CH.8 

BEGINS 

3-1 0*3 015 CH8 

CLEAR'D CL£i-HZ Et: ‘-i BEGINS 

CH.8 

CLEARED 

Rose Giiet 

400 





Mythril Vest 

800 

X 






Ochre Giiet 

j—_■_f h 3 _j. 

1600 


HiH 

% jr 




CH.8 


Sheer Doublet 

Prismatic Vest 
Violet Ciiet 
-aamant Vest 
-V..-- Giiet 


5800 



| x 1| 


7600 


X 


12000 




X 


16000 

2-tQOO 


X 

X 


I 


































5ELL CONDITIONS 


NAME 

COST 

3-1 

CLEARED 

CH.3 

CLEARED 

CH.5 

BEGINS 

CH.8 

BEGINS 

CH.8 

CLEARED 

Amulet of 

Warding 

800 

X 


Medallion of 

Water 

1600 


X 




Steel Gorget 

3200 


X 

Medallion of Earth 

5800 



X 



Osseous Torque 

7600 




X 


Medallion of Fire 

12000 




X 


Sky Amulet 

16000 

X 

Guardian's Torque 

24000 





X 



SELL CONDITIONS 

NAME 

COST 

3-1 

CLEARED 

CH.3 

CLEARED 

CH.5 

BEGINS 

CH.8 

BEGINS 

CH.8 

CLEARED 

Metal Jerkin 

12000 



Silk Coat 

16000 





X 


NAME 

COST 

3-1 

CLEARED 

CH.3 

CLEARED 

CH.5 

BEGINS 

CH.8 

BEGINS 

CR8 

CLEARED 

Black Bolero 

12000 






Rubber Suit 

16000 




X 

CLOTHES 


SELL CONDITIONS 

NAME 

COST 

3-1 

CLEARED 

CH.3 

CLEARED 

CH.5 

BEGINS 

CH,8 

BEGINS 

CH.8 

CLEARED 

Carmagnole 

16000 





X 


Samite Coat 12000 X 

DI2ZI!E12I3^M SEU CONDITIONS 


NAME 

COST 

3-1 

CLEARED 

CH3 

CLEARED 

CH.5 

BEGINS 

CH.8 

BEGINS 

CH.8 

CLEARED 

Armatura 

16000 



I X 

Judicer's Plate 

12000 




X 


• :- r, vV=. • 

LLtUJbJ 

SELL CONDITIONS 

NAME 

COST 

3-1 

CLEARED 

CH.3 

CLEARED 

CH.5 

BEGINS 

CH.8 

BEGINS 

CH.8 

CLEARED 

Sprint Shoes 

800 

X 



Battle Boots 1600 X 

Winged Boots 1600 X 

Germinas Boots 5800 X 


BRACELETS 

SELL CONDITIONS 

NAME 

COST 

3-1 

CLEARED 

CH.3 

CLEARED 

CH.5 

BEGINS 

CH.8 

BEGINS 

CH.8 

CLEARED 

Argyle Armlet 

800 X 






Corsage Bracelet 1600 X 

Protective Amiiet 3200 x 

Healing Armlet 7600 


SELL CONDITIONS 


NAME 

COST 

3-1 

CLEARED 

CH.3 

CLEARED 

CH.5 

BEGINS 

CH.8 

BEGINS 

CH.8 

CLEARED 

Incanter's Pouch 

400 

X 

Traveler's :, ouch 

600 

X 





Goblin Pouch 

1600 

X 

Faerie Pouch 

3200 



X 




SELL CONDITIONS 

NAME 

COST 

3-1 

CLEARED 

CH.3 

CLEARED 

CH.5 

BEGINS 

CH.8 

BEGINS 

CH.3 

CLEARED 

ST.:' Ea ■ 

800 

■■■■■I 


Gold Earrings 1600 


Terra Earrings 

3200 mmi 



Moon Earrings 

7600 


X 


SELL CONDITIONS 

NAME COST ^ CH.8 CH.8 

CLEARED CLEARED BEGIN5 BEGINS CLEARED 

Gauntlets 800 X 

Mythril Gloves 1600 x 

Winged Gloves 5800 x 

Blazer Gloves 7600 x 

IBHI SEU CONDITIONS 

NAME COST 31 ^' 3 ^.5 ^H.8 

CLEARED CLEARED BEGINS BEGINS CLEARED 

Golden Ring 12000 x 

Emerald Ring 16000 x 

Sapphire Ring 24000 x 

- ' t SELL CONDITIONS 


NAME 

COST 

3-1 CH.3 

CLEARED CLEARED 

CH.5 

BEGINS 

CH.8 

BEGINS 

CH.8 

CLEARED 

Goggle Mask 

12000 



X 

Lamia's Tiara 

16000 


X 


Crown of Laurels 

24000 




X 


NECKLACES 

SELL CONDITIONS 

NAME 

COST 

3-1 CH.3 

CLEARED CLEARED 

CH.5 

BEGINS 

CH.8 

BEGINS 

CH.8 

CLEARED 

Golden Amulet 

16000 



X 



Jade Collar 24000 

Noble's Collar 24000 


HELMETS 

SELL CONDITIONS 

NAME 

COST 

3-1 CH.3 CH.5 CH.8 

CLEARED CLEARED BEGINS BEGINS 

CH.8 

CLEARED 

Judicer's Helm 

16000 

X 

Atlas Helm 

24000 


X 

Dragon Helm 

24000 


1 X ' 


X 
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1 1 TP W 


GREEN GEMSTONE 


SELL CONDITIONS 




I r m 


= i you can buy Materials required for forging, sell items, or talk to 
first, you can only buy low-grade Materials, but once you acquire a 
amount of Materials during missions, Llyud begins to sell middle and 
n;e Materials as well. In the following section, "Sell Conditions" refers 
er : e item listed first appears for sale. Also, the Cost" listed indicates 
re r-~ce before discounts are factored in, 

- - .v the ['] in the category headers indicates that in addition to meeting 
r: rapier requirement, you must also collect a certain number of Materials 
-;i before the Material listed is sold (100+ Materials for Chapter 5; 500+ 
Vsierials for Chapter 8). 


GRADE 

GRADE 

COST 

CRB 

CLEARED 

CH.S 

CLEARED 

CH.S 

CLEARED* 

rifts 

BEGINS 

CH.8 

BEGINS* 

Peridot 

Low 

570 

X 




Malachite 

Medium 

855 


X 



Emerald 

High 

1140 



X 




BLUE GEMSTONE 

SELL CONDITIONS 

GRADE 

GRADE 

COST 

CH.3 

CLEARED 

CHS 

CLEARED 

CR5 

CLEARED* 

CHJS 

BEGINS 

CH.8 

BEGINS’ 

Lapis Lazuli 

Low 

2250 


X 





Aquamarine 

Sapphire 


Medium 3375 
High 4500 



SELL CONDITIONS 


IRADE 

GRADE 

COST 

CH.3 

CLEARED 

CH.S 

CLEARED 

CH.5 

CLEARED 1 

CH.8 CH.8 

BEGINS BEGINS’ 

Vyihril Shards 

Low 

300 


X 



Mylhril Nugget 

Medium 

450 



X 

Vyihril Ore 

High 

600 




X 


LUSTROUS METAL 

SELL CONDITIONS 

GRADE 

GRADE 

COST 

CH.3 

CLEARED 

CH.5 

CLEARED 

CH3 

CLEARED* 

CH.8 CH.8 

BEGINS BEGINS' 

Orichalcum 

Grains 

Low 

1500 


X 




RED GEMSTONE 

SELL CONDITIONS 

GRADE 

GRADE 

COST 

CH.3 CH.5 CH.5 CH.8 

CLEARED CLEARED CLEARED' BEGINS 

CH.3 

BEGINS* 

Garnet 

LOW 

4320 







GRADE 


GRADE COST 


| SELL CONDITIONS 

CH.3 

CLEARED 

CHS 

CLEARED 

CHS CRB 

CLEARED' BEGINS 

CHS 

BEGINS* 


Coral Fragment Low 4320 


X 



SELL CONDnONS 


Orichalcum 
Nugget 


Medium 2250 


GRADE 


GRADE COST 


CHS 


c a; 


CHS 


(H.8 


CLEARED CLEARED CLEARED' BEGINS BEGINS' 


Orichalcum Ore High 

3000 




X 

Cherrywood 

Low 

150 

X 






Chips 

A 







SELL CONDITIONS 


GRADE 


GRADE COST 


CHS 


CH.S 


CH.S 


CH.8 


CH.S 


Adamant Grains Low 4320 


CLEARED CLEARED CLEARED* BEGINS BEGINS* 


X 


Chenywood 

Stick 

Cherrywood Log High 



GRADE 

-Tk Silver 
White Silver 
>;re Silver 


GRADE COST 

Low 930 
Medium 1395 
High 1860 


SELL CONDITIONS 

CHS 

CLEARED 

CHS 

CLEARED 

CHS 

CLEARED* 

CH.8 

BEGINS 

CH.8 

BEGINS* 


i FRAGRANT WOOD 

SELL CONDITIONS 

GRADE 

GRADE 

COST 

CH.S 

CLEARED 

CH.5 

CLEARED 

CHS 

CLEARED’ 

CRB 

BEGINS 

CHS 

BEGINS* 

Maplewood 

Chips 

Low 

570 

X 






Maplewood 

Stick 


Medium 855 


Maplewood Log High 1140 


PRECIOUS ORE 


SELL CONDITIONS 


GRADE 

GRADE 

COST 

CHS CHS CH.5 CH.8 

CLEARED CLEARED CLEARED' BEGINS 

CH.8 

BEGINS* 

D n k Gold 

Low 

3180 

HHHHIHHflMi 




CRADE 




-V 


GRADE COST 

Low 150 
Medium 225 
High 300 


SELL CONDITIONS 


CHS 


CH.5 


CH.S 


CH.8 


CH.8 


CLEARED CLEARED CLEARED' BEGINS BEGINS* 

X 


iLtlli 


TTffui 


SELL CONDITIONS 


GRADE 

Cedarwood 

Chips 

Cedarwood 

Stick 

Cedarwood Los 


GRADE 

COST 

CH3 

CLEARED 

CHS 

CLEARED 

CHS 

CLEARED’ 

CH.8 

BEGINS 

CH.8 

BEGINS 1 

Low 

2250 


X 





Medium 
High 4500 


STURDY WOOD 

SELL CONDITIONS 

GRADE 

GRADE 

COST 

CH3 

CLEARED 

CH.5 

CLEARED 

CHS 

CLEARED’ 

CH.8 

BEGINS 

CH.8 

BEGINS 1 

Oakwood Chips 

Low 

4320 




1^1 









































SMALL BONE 




SELL CONDITIONS 


■luxuriant hide 


SELL CONDITIONS 


GRADE 

GRADE 

COST 

CH.3 

CLEARED 

CHj CH.5 CH.8 

CLEARED CLEARED* BEGINS 

CH.8 

BEGINS' 

GRADE 

GRADE 

COST 

CH.3 CH.5 CH.5 CH.8 

CLEARED CLEARED CLEARED* BEGINS 

CH.8 

BEGINS* 

Bone Chips 

Low 

150 

X 



Ahhman Wing 

Low 

3180 

X 



Study Bone Medium 

Blood-darkened 
Bone 


High 





SELL CONDITIONS 


LARGE BONE 

SELL CONDITIONS 

GRADE GRADE COST 

CH.3 CH.5 CH.5 

CLEARED CLEARED CLEARED 9 

CH.8 CH.8 

BEGINS BEGINS’ 

Wolf Bone Low 1020 

X 



GRADE 

Rat Tail 
Demon Tail 
Mai boro Vine 


GRADE COST 

Low 1500 
Medium 2250 
High 3000 


CH3 


CH.5 


CH.5 


CH.8 


CH.8 


CLEARED CLEARED CLEARED’ BEGINS BEGINS' 

X 


Destrier Bone Medium 1530 


Beastlord Bone 


High 


2040 


MASSIVE BONE 


X 

X 

SELL CONDITIONS 


BBS 

SELL CONDITIONS 

GRADE 

GRADE 

COST 

CH.3 

CLEARED 

CH.5 CH.5 CH.8 CH.8 

CLEARED CLEARED' BEGINS BEGINS* 


GRADE GRADE 

C0ST CLEARED 

CLEARED 

CLEARED' 

BEGINS BEGINS' 

Tyrant Bone Low 

3180 



MMHI 


Coeuri Whisker 


VISCOUS FLUID 


Low 

4320 




X 


SELL CONDITIONS 



CE 


SELL CONDITIONS 


GRADE 


Green Liquid 


GRADE COST 


Low 1500 


CH.3 


CH.5 


CH.5 


CH.8 


CLEARED CLEARED CLEARED* BEGINS BEGINS' 


GRADE 

GRADE 

COST 

CH.3 CH.S CH.5 CH.8 

CLEARED CLEARED CLEARED’ BEGINS 

CH.8 

BEGINS’ 

Yellow Liquid 

Medium 

2250 

X 




Silver Liquid 

High 

3000 

X 

Insect Husk 

Low 

300 

■■■■■■■■ 







(chthon Scales 

Ancient Turtle 
Shell 


Medium 450 


X 


High 

600 



X 




SOLID CARAPACE 

SELL CONDITIONS 

GRADE GRADE COST 

CH.3 CH.5 CH.5 

CLEARED CLEARED CLEARED’ 

CH.8 

BEGINS 

CH.8 

BEGINS* 

Destrier Barding Low 1500 






AQUEOUS FLUID 

SELL CONDITIONS 

GRADE 

GRADE 

COST 

CH.3 CH.5 CH.5 CH.8 CH.8 

CLEARED CLEARED CLEARED' BEGINS BEGINS* 

Slime Oil 

LOW 

4320 

■HBHHMEIMH 


Lamia Scales 

Battlewyrm 

Carapace 


Medium 2250 
High 3000 


X 

X 


VOLATILE COMPOUND 

SELL CONDITIONS 

GRADE GRADE COST 

CH.3 CH.5 CH.5 

CLEARED CLEARED CLEARED' 

CH.8 CH.8 

BEGINS BEGINS* 

Bomb Cinder Low 3180 



X 



ST 


SELL CONDITIONS 



SELL CONDITIONS 


GRADE 


GRADE COST 


CH.3 


CH.5 


CH.5 


CH.8 


CH.8 



GRADE 


Wyvern Scales 


GRADE COST 


CH.3 


CH.5 


CH.5 


CH.8 


CH.8 


CLEARED CLEARED CLEARED’ BEGINS BEGINS' 


Zombie Powder Low 4320 


CLEARED CLEARED CLEARED’ BEGINS BEGINS’ 


X 


LOW 

4320 



X 






SELL CONDITIONS 


GRADE 

GRADE 

COST 

CH.3 

CH.5 

CH.5 CH.8 CH.8 

CLEARED 

CLEARED CLEARED’ BEGINS BEGINS' 

Rat Pelt 

LOW 

150 

X f. 



Bat Wing 

Medium 

225 



X 

Serpentskin 

High 

300 



X 


mmai 

SELL CONDITIONS 

GRADE GRADE COST 

CH.3 

CLEARED 

CH.5 CH.5 

CLEARED CLEARED* 

CH.8 CH.8 

BEGINS BEGINS* 

Stardust Low 4320 




: x liBIl 


FIRE SHARD 


GRADE 


SELL CONDITIONS 


GRADE COST 


CH.3 


CH.5 


CH.5 


CH.8 


CH.8 


CLEARED CLEARED CLEARED’ BEGINS BEGINS* 



SELL CONDITIONS 


Fire Stone Low 

380 

X 
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GRADE 

GRADE 

COST 

CH3 

CLEARED 

CH.5 CH.5 

CLEARED CLEARED’ 

CH.8 

BEGINS 

CH.3 

BEGINS* 

Rabbit Pelt 

Low 

1020 

X 





Fire Magicite 
Fire Crystal 


Medium 570 
High 760 


X 

X 



Coeuri Pelt 
Beastlord Pelt 


Medium 1530 
High 2040 


. , * 


X 

X 



















































HATER SHARD 

SELL CONDITIONS 

: : _ADE 

GRADE 

COST 

CH.3 

CLEARED 

CH.5 

CLEARED 

CHS CHS 

CLEARED' BEGINS 

GH.8 

BEGINS* 

Deter Stone 

Low 

380 X 


iTrer Magicite Medium 570 X 

: er Crystal High 760 X 


EARTH SHARD 



SELL CONDITIONS 

GRADE 

GRADE 

COST 

CH3 

CLEARED 

CH.5 CH.5 CH.8 CHS 

CLEARED CLEARED* BEGINS BEGINS' 

Earth Stone 

Low 

380 

X 


Earth Magidte 

Medium 

570 


X 

Earth Crystal 

High 

760 


x 333^ISHM! 





SELL CONDITIONS 


GRADE 

GRADE 

COST 

CH3 CH.5 

CLEARED CLEARED 

CH.5 CH.8 CH.8 

CLEARED’ BEGINS BEGINS' 

Storm Stone 

Low 

380 

ra x 


Storm Magicite 

Medium 

570 


X 

Storm Crystal 

High 

760 


X 


oFILO'S MEMENTO 


Although it's not set upas a proper shop, Fiio is running her own decorating business in front 0’ the four:.- • S- . ::E=: - ' - -ve of v - :-s 

listed in the following section, you'll receive a new Memento forged by Cu Sith, Master Artificer, which you can ask Fiio to place somewhere within the Sky Saloon. Combined wffli 
the shop upgrades you achieve for completing certain missions, Mementos car turn your Sky Sa ocr t.c a o'er. : -:i -: : - - ,. 




NAME 


TITLE EARNED 


Colorful Flowerbed Skirmisher 

Ephemeral Combatant 

Flowerbed 

Verdant Flowerbed Warlord 


AWARDED FOR 

Win 5 melee battles 

Win 20 melee -3~.es 

Win ] OC me ee bar. es 


STATUES 


‘is 

Viera Idol 

Tomato Trophy 


TITLE EARNED 

Beastmaster 
Crane Illusionist 

Master Summoner 


Foge pads witi 12 Yhrhi 

Forge pads with 25 "V&rtii 

Forge pads with 50 ’ferfii 
(Ring of Pads complete} 



NAME 

Marble Fountain 
Gleaming Fountain 
Ardaii Fountain 


TITLE EARNED 

Fortune Hunter 
Robber Baron 
Merchant Prince 


AWARDED FOR 

Earn 100,000 gii 
Earn 500,000 gii 
Earn 1,000,000 gii 


NAME 

Bronze Cras: 
Silver Crest 
Gold Crest 
Seraphic Crest 
Empyreal Crest 


AWARDED FOR 

Cian Leader 

Trained Tactician 
Expert Strategist 
Brilliant Visionary 
Revenant Slayer 


Ciear 10" : of missions 
Clear 2 5°t of missions 
Clear 45% of missions 
Clear 70% of missions 
Clear 100% of missions 




























Materials can be crafted into high-quality weapons at The Forge on the airship's Sky Saloon deck, in general, this is a more cost-efficient way to upgrade your 
weapons inventory compared to selling materials and using the cash to buy new weapons from Tomaj. Here's a quick overview of the weapon forging process. To 
forge a weapon: 

1. Talk to Cu Sith in the Sky Saloon and select the “I need something crafted" dialogue option. 

2. Choose the Recipe Book you'd like to use (more on Recipe Books in the next section). 

3. Select the weapon you want forged. Weapons listed in gray indicate recipes for which you do not have sufficient materials. 

4. Choose a material from each of the three required materials categories. The grade of the materials used affects the weapon’s properties; higher grades mean better 
weapons. 

5. Answer Cu Sith's three questions. Your answers affect how much the weapon influences your leader's attributes when equipped. 

6. Set Cu Sith to work. When she's finished, you can give your completed weapon a name and equip it immediately. 


THE RECIPE BOOKS 


Fifteen Recipe Books are scattered throughout the game; you acquire them by completing certain missions. Each Recipe Book contains "recipes" for new weapons 
crafted at The Forge. Each recipe combines three materials, from various materials categories, and forges them into a new weapon. 


If you've done thorough scavenging of Material Nodes during missions, you'll often have multiple materials available in each material category. But note that the 
grade of the materials used has an effect on the forged weapon's stats. (See more on this in the next section, How Forging Works.; 


Acquired: The mission where the book is acquired; "T" refers to the hunts posted 
on Tomaj's notice board. 

Recipe: The name of the weapon forged by tie recipe 


MATERIALS NEEDED 


Green Gemstone Fragrant Wood 


Fragrant Wood 


MATERIALS NEEDED 


Trident 


Fragrant Wood i imewom Carapace Water Shard 


RECIPE 


MATERIAL 1 MATERIAL 2 MATERIAL 3 


Common Metal 


Yellow Gemstone Fine-grained Wood 


MATERIALS NEEDED 

MATERIAL 1 MATERIAL 2 MATERIAL 3 
Brilliant Ore Timeworn Carapace Water Shard 

Large Bone Timeworn Carapace Water Shard 

Brilliant Ore Brilliant Ore Green Gemstone 


Fine-grained Wood 


RECIPE 


Common Metal Common Metal Yellow Gemstone 


icebrand 


Wavefront 


MATERIALS NEEDED 

MATERIAL 1 MATERIAL 2 MATERIAL 3 


RECIPE 


MATERIALS NEEDED 


Tempestblade 


Common Metal 


RECIPE 


MATERIAL 1 MATERIAL 2 MATERIAL 3 


Common Metal Yellow Gemstone Timeworn Carapace 


Runeblade 


Lustrous Metal Green Gemstone Braided Twine 

Large Bone Solid Carapace Earth Shard 


Rod of Lightning Fine-grained Wood 

Detonator Common Meta! 


Discharger 


Viscous Fluid 


Common Metal Fine-grained Wood Timeworn Carapace 


Lustrous Metal Solid Carapace 
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RECIPE 

MATERIAL 1 

MATERIAL 2 

MATERIAL 3 

Flametongue 

Brilliant Ore 

Furry Hide 

Fine Shard 



















































V 






RECIPE 
L-^s-bre 
fj’.'r Staff 
' - - /. and 
?ressurizer 
ilz Lance 


MATERIAL 1 
Large Bone 
Brilliant Ore 
Blue Gemstone 
Lustrous Meta! 
Brilliant Ore 


MATERIALS NEEDED 
MATERIAL 2 
Braided Twine 
Blue Gemstone 
Smooth Wood 
Lustrous Meta! 

Blue Gemstone 


MATERIAL 3 
Earth Shard 
Solid Carapace 
Water Shard 
Blue Gemstone 
Water Shard 


I j . LvCTig.il,ffTTT t [igr.t 



RECIPE 
; ood Sword 


k 5 


isel 


Erin Bow 
Luster 


MATERIAL 1 
Lustrous Metal 
Lustrous Metal 
Smooth Wood 
Lustrous Meta! 


MATERIALS NEEDED 
MATERIAL 2 
Viscous Fluid 
Blue Gemstone 
Solid Carapace 
Viscous Fluid 


MATERIAL 3 
Grim Dust 
Smooth Wood 
Braided Twine 
Earth Shard 



MATERIALS NEEDED 


RECIPE 
Golden Staff 
Artemis Bow 
Rainmaker 
Blood Lance 
Homito 


MATERIAL 1 
Precious Ore 
Sturdy Wood 
Glistening Shard 
Massive Bone 
Volatile Compound 


MATERIAL 2 
Red Gemstone 
Robust Carapace 
Aqueous Fluid 
Robust Carapace 
Volatile Compound 


MATERIAL 3 
Robust Carapace 
Starched Twine 
Water Shar d 
Grim Dust 
Volatile Compound 



RECIPE 

Arcturus 
Lava Wand 
Divider 
Fumarole 
Defender 


MATERIAL 1 

Durable Metal 
Sturdy Wood 
Durable Meta! 
Aqueous Fluid 


MATERIALS NEEDED 

MATERIAL 2 
Red Gemstone 
Volatile Compound 
Durable Metal 
Volatile Compound 


MATERIAL 3 
Sturdy Wood 
Fire Shard 
Aqueous Fluid 
Glittering Dust 


Durable Metal Robust Carapace Robust Carapace 



MATERIALS NEEDED 


RECIPE 
raevateinn 
Ward's Rod 
[raptor 
Tumulus 



MATERIAL 1 
Durable Metal 

Sturdy Wood 
Ephemeral Ore 
Volatile Compound 


T76) 


MATERIAL 2 
Volatile Compound 
Aqueous Fluid 
Glittering Dust 
Aqueous Fluid 


MATERIAL 3 
Inferno Crystal 
Inferno Crystal 
Inferno Crystal 
Inferno Crystal 


RECIPE 

Blade 
Bow 
Whisker 


MATERIALS NEEDED 

M ATE R I A L l ’ A AT E R LA L 2 M ATE R I A L 3 

Glistening Shard Glistening Shard Tide Crystal 

Sturdy Wood L_:>..■ an: Tie Tide Crystal 
Massive Bone C:siEii:ngi ; : Tee Crystal 


Hammer of 



(Acquired: T73) 


MATERIALS NEEDED 


RECIPE 
Rudra Talwar 
Raijoudou 
Zeus Mace 
Luin 
Tyrfing 


MATERIAL 1 
Precious Ore 
Precious One 
Rare Gemstone 
Precious Ore 
Ephemeral Ore 


MATERIAL 2 
Massive Bone 
Starched Twine 
Robust Carapace 
Massive Bone 
Luxuriant Hide 


MATERIAL 3 
Eto. raen In : 
Empyrean Crystal 
Empyrean 
Empyrean Crvsra 
Empyrean Cy sra 




RECIPE 

Stoneblade 
Regulus 
Terra Wand 
Buluc Chablan 


MATERIAL 1 

Massive Bone 
Precious Ore 
Precious Ore 

Sturdy Wood 


MATERIALS NEEDED 
MATERIAL 2 
Glittering Dust 
Red Gemstone 
Massive Bone 
Starched Twine 


MATERIAL 3 

Terra Crystal 
Terra Crystal 
Terca Crystal 
Terra Crystal 


Forbidden Grimoire (Acquired: T72) 


MATERIALS NEEDED 


RECIPE 
Nirvana 
Polaris 
Resonator 
Holy Lance 
Caldera 

Save the Queen 


MATERIAL 1 
Rare Gemstone 
Ephemera! Ore 
Ephemeral Ore 
Durable Metal 
Volatile Compound 
Durable Metal 


MATERIAL 2 
Red Gemstone 
Starched Twine 
Grim Dust 
Glitterine Dust 

I —* 1 

Red Gemstone 
Durable Metal 


MATERIAL 3 
Luxuriant Hide 
Aqueous Fluid 
Grim Dust 
Glittering Dust 
Glittering Dust 
Durable Metal 


Everbunt Essentials (Acquired: T56) 


RECIPE 

Pyroblade 

Pyroscepter 

Pyrowand 

Pyroglide 

Pyrolance 


MATERIAL 1 

Everbum 

Everbum 

Everbum 

Everbum 

Everburn 


MATERIALS NEEDED 
MATERIAL 2 
Braided Twine 
Smooth Wood 
Solid Carapace 
Lustrous Metal 
Smooth Wood 


MATERIAL 3 

Fire Shard 
Smooth Wood 
Fire Shard 
Fire Shard 
Fire Shard 


Rare Gemslom 




Crystal 
































When Cu Sith, Master Artificer, crafts a weapon at The Forge, two different inputs affect that weapon's quality: 1. The grades of the three materials you select as 
ingredients; 2. Your answers to Cu Sith's three questions. 


Each material used in forging a weapon is assigned "Quality Points" based 
on that material's grade. (See the following table.) The higher the number 
of Quality Points, the more you increase the weapon's attack properties, its 
attribute modifiers (also based on your answers to Cu Sith's questions), and its 
sale price. 

Quality Points by Materials Grade 


GRADE 

QUALITY POINTS FOR FORGING 

Low 

1 

Medium 

2 

High 

3 


People who love stats will love this next aspect of weapon forging. People 
who hate stats will shriek until their heads explode.! Before she forges a 
weapon from the three materials you selected, the Master Artificer asks 
a series of three questions. The combination of your answers (see The 
Forgemaster's Q A tables later in this section! creates a set of 'Base Bonuses 
one bonus value for each basic attribute (Strength, Magick, Stamina, Mind, and 
Speed) of your leader. ’ f 

These Base Bonuses, in turn, are multiplied by a value that is determined by 
the overall number of Quality Points you gained from your materials choices. 
Therefore, the grade of Materials you use (i.e., the Quality Points gasnec 
combined with the answers you give to Cu Sith's three questions determine 
exactly how much the newly-forged weapon will boost your attributes. 

Here's a look at exactly how it works. Again, the “Base Bonus" in the 
following table is a separate value for each of the five attributes 'Strength 
Magick, Stamina, Mind, and Speed): those five values are determined by the 
combination of answers you provide to the forgemaster's questions. 


Modifiers for Weapon Forging 


# OF QP FROM 
MATERIALS 

ATT./MAG. 
ATT. INCREASE 

ATTRIBUTE 

1 mod. 

T SALE PRICE 
i MOD. 

3 

0 

Base Bonus xl 

xl 

4 

3 

Base Bonus xl.5 

Xl.16 

5 

6 

Base Bonus x2 

xl .33 

6 

9 

Base Bonus x2.5 

x1.5 

7 

12 

Base Bonus x3 

Xl.66 

8 

15 

Base Bonus x4 

xl .83 

9 

20 

Base Bonus x6 

x2 
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Cu Sith, Master Artificer, is one of the finest forgemasters in all of Ivalice. She’s so good, in fact, that she wants to personalize each weapon she crafts. So before 
she gets to work, she always asks a series of three questions. Your three-answer combo creates a set of Base Bonus values that give the weapon a unique set of 
attribute-boosters to bestow upon its user. 

Q/A: Cu Sith's three questions (Ql, Q2, Q3) and the three answer options lAI, A2, A3) for each question. 

Base Bonus Table: Ibis chart uses the numbers iAl, A2, A3) to identify your answers to each of Cu Sith's questions to determine the forged weapon's Base Bonus for each of 
your leaders attributes (Strength, Magick, Stamina, Mind, and Speed!. Tiis number can then be plugged into the “Modifiers for Weapons-Fcrging" table (see previous) and thus 
determine a modifier for each of the leader's attributes. (The leader's attributes are modified only when die forged weapon is actually equipped.) 
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it HO WOULD THIS SWORD PROTECT? 

Qj Anyone who needs protecting. 
UIJ (2P Those who make a difference. 

Tbe people closest to me. 


WHAT MAKES AN ADVENTURE AN ADVENTURE? 
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: Scraping by on a few gil. 




Risk and reward. 


WHAT'S THE BEST WAY TO SEE THE WORLD? 
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WHAT MUST A SKY PIRATE REMEMBER ABOVE ALL ELSE? 

To cate for his crew. 

To believe in himself. 

To keep sight of his dreams. 



WHAT IS THE KEY TO HAPPINESS? 

(J Wealth. 

© Health. 

Peace 


WHAT DO YOU THINK OF PENELOS DANCING? 

fj) l'm really impressed. 

S3 it's really cute. 

She should tone it down. 


WHAT MAKES A GOOD AIRSHIP GREAT? 

© A hull full of friends. 
Sails swift as wind. 
Overwhelming artillery. 



WHAT DO YOU FEEL LIKE FOR DINNER’ 

Whatever Penelo whips up 
© Giza Rabbit stev. 

Flan 2 3 mode. 


IS PENELO S COOKING ANY GOOD? 

Of course it is! 

© 1 like to think so. 
05 It's... edible. 


HOW DOES IT FEEL TO PILOT AN AIRSHIP? 

m There's nothing like it. 
Surprisingly soothing. 

It gets the heart pumping’ 



WHO DO YOU LIKE? 

None of your business! 
C - It's Pe- personal. 

03 1 like everyone! 



WHAT DO YOU LIKE ABOUT PENELO? 

© Her heart. 

23 Her smite. 

0? What's not to like? 
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Pyrowand, Lava Wand, Wizard's Rod 


Rod of Ice, Rime Wand, Whale Whisker 


Rod of Lightning, Storm Wand Zeus 
Mace 


A HATS KYTES GOT IN THE BAG? 

Medicine, i guess. 

[Ill CQ Hopes and dreams. 

TO 1 haven't the slightest idea. 


WHAT KEEPS FRIENDS CLOSE TOGETHER? 

Understanding. 

Never really thought about it. 
TO 1 hear it's listening. 



WHAT COLOR DO YOU LIKE YOUR CHOCOBOS? 

Yellow. 
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yj Red. 

Black. 


ISN’T KYTES THE SWEETEST? 

(2P You said it. 

[I PA © He could use some backbone. 

He can be a pain sometimes. 


WANNA GO FISHING? 

Where did that come from? 

Sounds like a good idea! 

Maybe, after you make my weapon. 



DO YOU HAVE A FAVORITE ESPER? 

Q 3 1 have one. 

None in particular, 
they're ail my favorites. 



WHAT WOULD YOU DO IF YOU WERE KYTES FOR A DAY? 

j-—-- Exercise and build muscle, 

J» j What happens to me while I'm him? 
Finish what Penelo puts on my plate. 


CAN YOU FISH? 



I've caught my share. 
Never tried it. 

I've forgotten how. 


DO YOU... LIKE ME? 

CO Of course i do. 

[I JM 23 Do you even have to ask? 
QP I don't hate you. 
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Rod of Earth, Earth Wand, Terra Wand 
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Mythril Cutter, Wavefront Pressurizer, 
Divider, Resonator 




Detonator, Pyroglide, Eruptor 


WHAT MAGICK IMPRESSES THE MOST? 

jTne flash of fire! 




The crack of lightning! 
The rumble of earth! 


HOW WOULD YOU LIKE YOUR SKYBAND1T? 



WHAT WOULD YOU BUY WITH A GIL? 

QJ A flower for Penelo. 

SB A locket for Filo. 

A rat's tail for Kytes. 


WHAT WOULD YOU USE THIS ROD FOR? 

To defend freedom. 

To keep us together. 
Qp To restore peace! 

BLESS THE ROD! 

___ £1 Let us be strong. 

L» J» J Let us be safe. 

Let us be biave. 


WHAT ALTITUDE SHOULD IT FLY AT? 

Make it hover just above ground. 

Make it soar like an airship. 
Make it jump high and low. 

HAIL TO THE SKYBANDITF 

QP Take care of Filo! 

CB Be nice to Filo! 

Don't let Filo down! 


WHAT WOULD YOU BUY WITH A THOUSAND GIL? 

® Earrings for you. 

Q Lots of antidotes. 

2) Potions galore. 

WHAT .'iOULD )0L 3LY WITH A MILLION GIL? 

- Samper in Ashe's palace. 

L_ My very own boat 
- a-rsfrio! 
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COULD A SK’t BANDIT BE U5EDASA5HIP? 

i3i’s ridiculous. 

[jy 0* ft just... might... work. 

Only one way to find out 


WOULDN'T FILO'S EARRING LOOK GREAT ON ME? 

Want me to buy you one? 

Ujlw w * iat erring? 

I like you just the way you are. 


WHAT DO YOU THINK OF BA'GAMNANS TASTE IN CLOTHING? 

0} You mean his lack of taste? 

0? I've seen worse. 

© I’d say it suits him. 


INVENTED THE SKYBANDJT? 

Must've been a moogle. 


I - y 


Who indeed. 
Who cares? 


! WANT TO RIDE A SKYBANDIT! 

___ :T. Who doesn’t? 

: You should ask File. 
You'd fall right off. 
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DO YOU FIND ME ATT--? 

You’re acting strange. 

0 At what? 

0) Finish the sentence! 

BREATHING, BREATHE- HEAVING BRE- HEAVING BREATH- 

Are you trying to tell me something? 
I IS l Qp Snap out of it! 

You need to cairn down. 
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ISN’T FILO STYLISH? 

Peneio's not half bad, either. 

0. If you say so. 

!’li hand it to her- she's original! 

WHO DRESSES THE BEST? YOU SAY PENELO, RIGHT? 

QQ Don't put words in mv mouth! 
Actually, I'd say Baithier does. 

You 're looking pretty sharp. 
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Mythril Lartce, Blood Lance, Holy Lance 


Red Halberd, Pyrolance 


Trident, ice Lance 


HOW LONG SHOULD THIS WEAPON BE? 

longer the better. 
(jjM Can it be adjustable? 
© Keep it short. 


ALL AEGYL HAVE WINGS? 

i That is correct. 


Gjj 


I think so. 
Don't they? 


WHY ES THE SKY BLUE? 

iX Never really considered it 
[ t1 1 it’s a reflection of the ocean? 

; ,J3 It’s something to do with sunlight. 


IN WHAT TERRAIN IS A SPEAR BEST? 

(3D A dear, level field. 
Rocky heights, 

It’s all the same. 



HOW MUCH DO WINGS WEIGH? 

Can’t be too much 



How should I know? 

Uyud might "r.e 3 dea 


IF IT WAS JUST YOU AND I ON A DESERTED ISLAND.., 

We'd get to know each other. 


GS 


l d have to do the hunting. 

You could teach me weapon-forging 


ANY INSCRIPTION FOR THE WEAPON? 

Freedom 


GB 




Flight 

Loyalty 


LETS SAY YOU JUST SPROUTED WINGS... 

I’d challenge - vud to a race. 
:- j ' om the air. 
c : s. • reside the Strahl. 



WHO DO YOU SECRETLY ADMIRE? 

© Balthier, I guess. 

© Urn... Penelo. 

Ashe is pretty special. 
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Storm Lance, Liiin 



■O 


i w m r sr c A 

LAIilfcj ygf 



Buluc Chabtan 


GUNS 


rv’ 


Rigel, Arcturus, Polaris 



CAN YOU RECOGNIZE A TRUE WARRIOR? 

QiJ By his courage. 

[ill £$ By his honor. 

By his skill 


DO NT YOU FIND LLYUD A BIT INTIMIDATING? 

^ QTJ Not once you get to know him. 
«TI '£• He can be distant at times. 

0 Not compared to Ashe! 



WHAT MUST THIS GUN BE? 

© ft’ 5 S otta be KgM- 

(j |J it's gotta be powerful. 

It's gotta be steady. 


name your rival 

QJ Probably Balthier. 


QB 


JI 


Anyone but Peneio. 

£0 Basch, but I'm no match for him. 


I WANT LLYUD'S ARMLETI 

0 Good luck with tliat. 

I W i;i Can't you make one? 
It wouldn't fit you, 



WHAT SHOULD IT FIRE? 

S Hard shells. 



rv) 




17fc 


Quick shells. 
Large shells. 


DO YOU CONSIDER YOURSELF A WARRIOR? 

Ql Not quite, 

You could say that. 

I'm a sky pirate. 




I WANT TO BE FRIENDS WITH LLYUD! 

. P Try talking to him! 

I Ci Qp You already are! 

It's only a matter of tine. 


WHAT WILL YOU DO WITH THIS GUN? 

Restore sky pirate honor. 

I fci Qp Eliminate evil. 

Make peace. 
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WHAT SORT OF MAN IS BALTHIER? 

_. Q) A leading man, 

[ ti l r A loquacious man, 

A ladies man. 




BOW 


- 


lO_ • 


K> 


Elfin Bow, Artemis Bow 


WHAT COMES FIRST IN A BOW? 

■ Tight stringing. 

■ A smooth curve. 
An easy grip, 


" 


Z 


■O 


Perseus Bow 


WHO HAS CUTER EARS, ME OR FRAN? 

I'm not even going to answer that. 

^ Fran, obviously. 

; Why, you do, Cu Sith! 


WHAT IS FREEDOM TO YOU? 

QJ Not being held down. 

LJJM © Bouncing around like Balthier. 

Soaring through open skies. 

WHAT'S THE BEST PART ABOUT BEING A SKY PIRATE? 

5J3 Hie tilings you see, 

[ t J* j £2 The places you go. 

QQ The people you meet. 


5B QB Q 
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HOW DO YOU LIKE YOUR ARROWHEADS? 

£ ; Straigilt and narrow. 

■With jagged edges 
23 Wide and Oat. 

HOW DOES A BOW SEE ITS ARROWS? 

As its very own children. 
I 111 Q As its bitter rivals. 

As its brothers in arms. 
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HOW DO YOU THINK FRAN GREW SO TALL? 

How would I know? 

The same way all viera do. 
Maybe it's what she eats. 

SHOW ME YOUR BEST FRAN IMPRESSION? 

7p No way! She'd kill me! 

£3 Y-You do it! 

i Hot...the Mist is hot. 
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Hornito, Fumarole, Caldera 
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Tumulus 



OLD DO YOU THINK FRAN IS? 

i wish I knew. 

Q J_| She'll never tei!. 

CD How old do you think? 


WORD ASSOCIATION; EXPLOSION. 

© Ka-booml 
J § 0 Ka-bfooey! 

G| How do you play this game? 


WHY ARE ROYALS SO SHORT-TEMPERED? 

ja. ffi * * guess Ashe fits that bill. 

Lj 11 tt realty depends on tlie person. 

They are under a lot of pressure. 


WHAT MUST ONE BEWARE OF IN THE WILD? 

Maiboro attacks. 


GB 


Getting lost in the woods. 
Forest fires. 


HOW WOULD YOU DESCRIBE THE STENCH OF MALBORO? 

© Putrid. 

© Awful. 

Wretched. 



WHAT IS AN EXPLOSIVE JUST NOT AN EXPLOSIVE WITHOUT? 

m 


GB 


y; A big bang. 

A broad blast radius. 
A detonator? 


PLEAD YOUR PASSION TO THE POWDER KEG! 

Q I will surpass Balthier! 

[i j»j © I will defend my friends! 

'i I will protect Penelo! 


SHOULD I VISIT DALMASCA? 

^ ^ Yeah, now that Ashe is there. 

jJJM If you wanna see where we're from. 

Without further delay! 

WHAT WOULD YOU DO AS KING FOR A DAY? 

, Hold a grand banquet. 

L i J» j Open my chambers to the public. 

Set sail aboard the royal fleet. 
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Defender, Save the Queen 


Galatyn 


Tyrfing 
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U VIBV THE SWORD.,, BUT WHAT DOES THE SWORD LIVE BY? 

5P A sharp edge. ^ 

yjj | j | A balanced blade. 

51 A wieldy hilt. 

WHAT IS THE MARK OF A TRUE SWORDSMAN? 


GS 


A strong sword ami. 
CB Quick wits. 

jqHh 

A focused mind. 


WHAT ADVENTURES AWAIT THIS SWORD? 

Hunts for treasure. 
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Battles with monsters. 


New discoveries. 
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WHAT DOES CHIVALRY MEAN TO YOU? 

0 ,^— ■ J The strong defending the weak. 
[ 8 I I 3 Treating a lady proper. 

QP Remaining loyal to one s lord. 

WHOSE ATTACK HURTS THE MOST? 

A scorned Penelo s. 



CE Basch’s blade. 

HOW WOULD YOU DESCRI3E BASCH? 

QJ He's a bit of a kidder. 

He is a hero among heroes. 

He is the guardian of Larsa's life. 
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HOW DO YOU BECOME A JUDGE MAGISTER? 


Beats me. 




(Jjj Vi it's up to the emperor. 



By being like Basch. 
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1 [OM © A source of order. 



A form of oppression. 



WHAT LAW WOULD YOU WRITE? 



i d open the palace to aii. 
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away with speed limits! 
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Lc- ; also called Yarhi by the aegyl race] are units that leaders can summon onto the battlefield. These a - e the 
: _ es ^presented on the Ring of Pacts. You must first make a "pact" to recruit an Esper type, then place 1 in: 
current Esper Troupe to summon it during a mission. A Summon creature can be either friendly or host e 
^spending on whether it was summoned by you or by enemy leaders. 

v of the table headers are self-explanatory, but here's a look at some of the abbreviations and a few heade-s 
rat may need a little extra explanation: 


Cost: The amount of Affinity required to summon the Esper. 

Time: The amount of time iin seconds? it takes for an Esper to appear from a 
summoning gate. 

Str: "Strength." Affects physical damage and abilities. 

Mgk: "Magick." Affects spelt potency. 

Stm: "Stamina." Affects physical defense. 

Mnd: "Mind." Affects magick defense. 

Spd: "Speed." Affects swiftness of attacks, etc. 

Atk: “Attack." Physical attack power. 

M-Atk: "Magick Attack." Magickal attack power. 

Def: "Defense." Defense against physical attacks. 

M-Def: "Magick Defense," Defense against magickal attacks. 

AtkSpd: "Attack Speed." Rate of attack. 

Mv: “Movement Speed." How fast the unit moves. 
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Type 
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Description 


Melee 


Ranged 


tripm 


LiUn 


ia 


Pact Available: The avaiiabiiity of most Espers is simply based on your 
advancement along the slots in the Ring of Pacts. When you spend auracite to make 
a pact with an Esper and "buy its slot" on the ring, any adjacent slot then becomes 
available for purchase too. However, some higher-level Espers become available for 
a pact only after you clear certain missions. The mission you must complete to gain 
access to each of these powerful Espers is listed under "Pact Available." 

Attributes (Growth}: These values measure how much each of the unit's attributes 
increases per level. This lets you calculate a given enemy's attributes no matter what level 
they appear in-game. Here's line equation for detennining an enemy's aiueni attributes: 

Base Attribute + (Growth Attribute x Current Level). 
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Melee 


Ranged 

Flying 


Description: Vegtrtable-ltke Espers ihei 
dwelt in the desert. They hafie the highest 
Stamina Of all Rank I s.immans, making 
them useful against enemies that use 
physical attacks- 
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ZALERA 


Pact Available: Clear 5-4 


Pact Available: Clear 174 


Description; The sword-wielding King of 
the Vatin, Odin has high strength and speed 
to match, His attack s knnckback effect 
makes it difficult for him to deal continuous 


Description: A black-winced angel of 
death, Zatera's attacks are Healing-element 
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Description: A small fain, a no controls 
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to assault enemies with rapid fire. 
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stats overall, but Its lack of status ailment 
resistance makes it vulnerable. 
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Pact Available: N A 


Description: A mi cl-ranked devil creator 
of bad dreams. Sts Nightmare attack 
causes the sleep effect, which can be 
used repeated y against enemies ivitJi nc 
resistance. 
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Pact Available: N A 
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Descr iption: Burning with passion, this 
yoang tfrit uses its Fire Fist attack to cause 
stow status. The attack's long action time 
means it can t be activated st shod range. 
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the power of its Megaflare attack ts nearly 
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■ 70 9 7 9 7 8 j 12251 11.75 I 2.25 i 175 30 


0.714 


■ mmmai (bHt’ 

$ 
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Vtfti-TAyrTr.-^'aLa.' 
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1 125 
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| Fireball | 

Enemy: Sing 

Je 

10 
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»n * ■“ — — — ■ ■ ■■ ■ ■— 


££ - -SY 
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TARGET 


MACfCK/SKiU 
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Part Available: N A 


Pact Available: N A 



Of 


Description: An Esper with the toe so 
a women and the body of a snake. She vv n 
use her "Entice ability to confuse an enemy 
before moving onto flip next large l 


6 1x14 

[X0.75I 

Disable 

15 

! 8.3 

4 


LU 

£3 


o 


HP 

STR 

MGK STM MND 

SPD 

ATK M-ATK 

DEF M-DEF ATK SPD MV 

175 

r n 

[ 1.3 , 13 blS. 

13 ! 

mtsHs^C 

3.25 3.75 36 I 0.71- 


HP 

STR 

MGK STM MND SPD 

ATK M-ATK 

. X. ■-■■■■■». ■. 

DEF M-DEF ATK SPD MV 

6 

4 

7 1 5 S 6 6 

1 \ 1.75 

_y.25 l 1.5 -- 0.000 


SASIC ATTACK 

TARGET__ DAMAGE 

1C 


NAME 

1 re 


It" :' 


RANGE 


_ Jnerny: Single 


MACfCK. SKILL 



EFFECT 


Entice 

Enemy: Singe 

5 

— —- - - - —-—— - 

Confuse 


— O-WYVERN 



Description: A living dragon, ruler f • i 
skies. Its speed increases substantially ns it 
levels Lip, and Its Rrebreatti ability attacks 
all enemies tvilhin range. 


COST TIME SIGHT 


14 


6.3 35 
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1 "j 

.1 iyn 

-- 


13 

-J" :i 

; ^ 

1 m* 

■■ ~ “ 7 

\ J. — J 

: Z: 

' 275 

325 

62 

■■■■■■ 


s 


HP STS 

MGK 

STM 

MND SPD 

ATK 

M-ATK DEF 

M-DEF 

ATK SPD 

MV 

•J 

0 


it 

,l h| 

np 

15 

1.5 

| 125 | 

“ 

0.000 1 




NAME TARGET 

DAMAGE 

RANGE 

EFFECT 

j 

“ —«T* 

Enemy Sin 4 e 


10 j 

1 

— 



MAGICKCSKiU 

DAMAGE 


RANGE 


EFFECT 


: Pierce 


15 



Part Available: Clear 4-5 



Description: A devil of flam*, r -i r.c- 
Ot Jaolv land? Untike most Espe s of 1 ; 
element Delias relies or m: :* 


Melee 


physical strength. 



Tct 

Tf35f 



Flying 




WEAKNESS 

RESISTANCE 

STATUS RESISTANCE COST T V: SIGH 

C) ^ 5 - 25 » 

1X0.5! ; 

All but Steep, Slow 20 15 4 




400 :: 

27 

22 

22 

21 


21 7F 

! If i 

1 in 

5.75 1 


A r 

UP 


Vc 

c 
£0 

5— 

S g 
o ' 
££ 

L? 


HP STR MGK SUA MND 5PD ATK M-ATK _ DE r M-DEF ATK 5?D 


7 

7 

7 

1.75 

1 2.25 1 


Jr ^ 

1 a * —■ J 

- 

Z 

— 

IBHHI 


BASIC 






Painflare 

^En5iff:5mgie 1 

■ 

-i- -_ 


- 






r!3j 

a 

Enemy: Crete 1.31 30 

5 

•*• •X2'- 


EFFECT 





Pact Available: Gear 3-4 


U 


Description: The god who presides ovi 
ihe cycle of rebirth, Chaos wields his four 
swords at dose range white dealing damage 
2t a distance with his "Flare' attack. 


WEAKNESS RESISTANCE 

^ 1*1.25}: i*0.5! 


STATUS RESISTANCE 

Ali but Silence, Siov. 


COST TIME SIGHT 

20 15 3.5 


g HP. STR MGK STM MNP SPD ATK M-ATK DEF M -DEF ATKSP D MV 


S-TV 


500 


77 


24 


77 


23 . 24 20 


21 


55 . 5.75 


2-* 


0,654 

MV 



[ 6 'l 

! 8 

6 

7 

nr 

15 

[ 2 ! 

I 15 1.75 j 

:.oo: 


TO- 


MAG1CK. SKILL 




Mil 


:vc] 


[UH iify-tS 


kiijj LTa.*!* M i> I! J JlH 


Ouadrastrike Enemy: Single 

r io*4 i 

i 1 1 

** 


4 IJ 

Rare 

Enemy: Single 

100 

6 

“ 




Pact Available: N A 


/ i V s 

OMs 



Nature 

Type 


O 


Melee 

Ranged 


Description: A grenade-like Esper who 
fifes ihrou^i the atr. It can sacrifice itself i 
exchange its current HP for carnage to all 
surrounding enemies. 





WEAKNESS RESISTANCE 


STATUS RESISTANCE 



Disable 


COST TIME SIGHT 

45 



<=: 



"no 

| 9' 1 

<■■1 - -.—■ 

[ 7 | 

9 

! r 

£ 2.23 

MlJS 

U25! 

1 ITS. 

60 j 

0.714 

_. -j! 


Q 


HP 

STR MGK STM 

MND 

SPD 

ATK M-ATK DEF 

M-DEF ATK SPD 

MV 

6 

6 j 4| 5 

'5 

5 

LSI 1 n.25 

1.25 I 

. .. 

: o.ooo 

TT* - -... 


BASIC ATTACK 


• a-:y tfgnj£gygag-"J* 




PART 4: 

Data 


Bomb Blast 


Sgny^SingJ^I 

■ — - .- 

10 

[ 1 ~l 


MAG1CK. SKILL 





Self-cestruct 

Ere m v: 2 r :6 ; 5 

Own HP 

0.75 

— 


A 


j 



Pact Available: N A 


ture 

Type 


Description:This penguirWIke Esper 
wears a hat to prevent sunburn Though 
ak, it has a relatively high speed and 



resists poison. 


Ranged 

Flying 


WEAKNESS RESISTANCE 



STATUS RESISTANCE 

Poison 


COST 

10 


TiME SIGHT 


5 


3.5 


DEF M-DEF ATK SPD MV 


Pno 1 

£ 

7 

B 

8 ' 

9 

f 12 t 

11.75 | 

: 

: 

60 

—•}»■■:•: m 

0.714 


HP STR MGK STM MND SPP ATK 

6 5 4 


5 


5 1.25 


M-ATK DEF M-DEF AT K SPD MV 

125 


1 


1.5 


Q£ 


NAME 


Smack 


BASfC ATTACK 

TARGET DAMAGE 

Enemy: Single 


RANGE 


5.002 

EFFECT 


iO 




NAME 


MACiCK/SKJU. 

TARGET DAMAGE 
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RANGE 




EFFECT 












































































































































































































































































































































































































































































Pact Available: N A 



Nature 

Type 


Description; This god of impgrity's body 
swells with poistmous liquid. His Blight skill 
boasts the longest range of all melee-type 


u 



CiDEI. 


Ranged 

Flying 


STATUS RESISTANCE 


WE AKNESS RESISTANCE 

(x1.2i (x0.75) Poison, Slow, Stop, Immobilize, Disable 14 


COST. JIME SIGHT 


3.5 


^£1 — 1 ' |»— »d 


- HP SIR MGK STM MND SPD ATX M-ATK DEF M-DEF ATK5PD MV 

' ' '3 19 10 15 4.” 3 '60" 0.6' 




* 330 I 12 


£ HP SIR MGK STM MND SPD ATK M-ATK DEF M-DfcF ATK SPD 

■ A 


MV 


3 


9 


12 


1 


1 


1.25 


0.000 




BASIC ATTACK 



NAME 

TARGET 

DAMAGE 

RANGE 

EFFECT 


Malaise 1 

Enemy Single 

: 5 

1 1 

“ 






* "v-iV 


WAG!CK. SKILL 


NAME 

TARGET 

DAMAGE RANGE 

EFFECT 

. Blight nr 

Enemy: Single 

—=-ig‘ - 1 J .'-ic—T 

5 

Poison 


_ 





Part Available: N A 


Nature 

Type 

Melee 

■PRI 

miSuSSM 

Firing 


Description; Shiva’s lover. Although 
Abseil'ite Zero ad 2 th dues.'t deal da mas 
i causes the Slop effect to literally halt 
i their 1 racks. 


’TlPiTl! P< 

. 1 I i_4 I C . L_, 


WEAKNESS RESISTANCE 



STATUS RESISTANCE 


Poison 


_ COST TIME SIGH!.. 

18 8.3 4 


- 5*f* 


feuJHfc STR MGK STM MND SPD ATK M-ATK DEF M- DEF ATK SPD MV 

D.71- 
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. 10 ! 16 

13 13 IB 

14.? 

16 

1 32S | 3.25 | 36 | 


HP 

SIR MGK 

STM MND SPD 

ATK 

M-ATK 

DEF M-DEF ATK SPD 

0 

6 1 

4 I 6 

5 7 6 

T 

: : 

1.25 175 l ■■ 




NAME 


BASIC ATTACK 

Jm T • “ 

TARGET DAMAGE 


o.opo 


Blizzard 


Enemy: 5:n 




•: r .11(1- T • -"fi? 



1 


Pi 


RANGE 

4 


EFFECT 


r Tg.-. —=N 




NAME 

TARGET DAMAGE 

RANGE 

EFFECT 

Absolute Zero 

Enemy: Single - 

5 

11 

Stop 











Pad Available: N A 


6 


Description: An ancient dragon who 
sleeps beneath the waves. High strength and 
mine make him very durable while his Tidal 
Wave balances range and power. 


Ranged 

Flying 


WEAKNESS RESISTANCE 



1X1,25) 


6 


ixO. 51- 


STATUS RESISTANCE 

Ail but Silence, Stop 


COST 


20 


TIME SIGHT 

15 3.5 




3 


HP 


610 


SIR. MGK STM MND SPD ATK 

25 




22 


25 


21 ; 20.5 


M-ATK 
2 * ~ 


DEF M-DEF ATK SPD MV 




6.25 6.25 


30 


0.654 


NAME 


HP SIR MGK STM MND SPD ATK M-ATK 

BJISIC ATTACK 

_ l _ JARC ET __ DAMAGE. ; 

Erie n w; C]nje_125_ \ 25 f 

MAGfCK SKiU 

TARGE T DAMAGE 

J _Enemy: Grde 1,0 BO 


Barracuda Dive 


NAME 


lidai Wave 


v 


TUT - A 


DEF M-DEF ATK SPD MV 

1 2.23 - 0.000 f? 




RANGE 

1 

RANGE 


EFFECT 


EFFECT 


gr* 8 fl 11/ A 

\ H I \I £X 

i 11 v n 


Pact Available: Clear T79 



Nature 

Type 


Description: The? Empress of Ice. Her 
long-reading Diamond Dust ability can 
nfild even distant enemies with the Stop 
status effect. 



WEAKNESS RESISTANCE 

I ^ ixl.73- £) xo; . 


— 


STATUS RESISTANCE 


All but Sleep, Disablt 


COST TIME SIGHT 

20 15 ' 4 
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S HP STR MGK 5m_ MND SPf 

g 20 26 23 23 


I M-ATK DEF M-DEF ATK SPD 

21.3 


MV 


5.75 
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30 
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HP 
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M-ATK DEF M-DEF ATK SPD 

MV 

9 

3 9 

7 i 7 7 

2.25 1 7 : 1.75 

0.000 I 


BASIC ATTACK 
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TARGET 

DAMAGE 

RANGE EFFECT 

Triple Slap 

Enemy: Sing 

fe- i 

15X5 1 

1 5 | - | 


NAME 


MAGIC K5 KILL 

TARGET DAMAGE 


RANGE 


EFFECT 


Diamond Dust 

MMM 


Enemy: Grtie 1.5 



Stop 




CM I 

lb 



Pact Available: N A 


Description: The daughter of Shiva 
and Siiivar. Other than strength, all of her 
attributes are Quite high, with Masick afl the 

■ 'tar w 

top class of all Rank I Bpers. 


WEAKNESS RESISTANCE 
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£) 
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.STATUS RESISTANCE 

Poison 


11 


TIME SIGHT 
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SPD 
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MV 
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10 ; 8 8 
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M-DEF ATK SPD MV 
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5 j 
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I Ur | 

n 1 
1 

1 

1 25 

1.25 

1.5 j - j 0,000 . 


BASIC ATTACK 
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DAMAGE 

RANGE 

■ Qui k_^ *• I* * .k «. rV - * 

EFFECT 

1 Blizzard | 

Enemy: Single 

i ■ Til 1 IT | ■-p . J 

KJ 

4 1 



® . hi 


TARGET 


IGfCXSKlU. 

DAMAGE 


RANGE 


i 



Pact Available: Clear T77 


Nature 

Type 




Description: 4 dart 

wafer iue. His Magkk 
other Water woes. bn: 
are high and his Tsun 


.ruuci iv 

I 


low comp 
is HP and 


i4lr I tin 

-a mrl - - 


. WEAKNESS 

RESISTANCE 

STATUS RESISTANCE 

COST TIME 

^ 1X1.251 

Q 1x0.5) j 

All but Blind, Slow 

vi t 




1 Yrf >- . 

—|— 
i“o 

STR 

MGK STM J 

MND 

SPD 

ATK M-ATK 

DEF 

M-DEF ATK SPD Xli 

* 67C 

; 23 

23 ; 2fa | 

231 

[20 j 

120.75 1 20.75 


.JT ^ # rt, r 


E HP STR 





MND SPD ATK M-ATX DEf 
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DAMAGE RANGE 
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DAMAGE 

EFFECT 

cfi 2 mi 

1_1 Jill PUi llll 
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Pact Available: N A 


Nature £) 

Type 

Melee 

Ranged 


Description: a ftsti-iike Esper whose high 
movement speed causes it to get ahead of 
the party. its HP * low, though, so keep it 
safe in the Pack. 


v 




WEAKNESS RESISTANCE 

^ (xl.ll ; ^ (x0.9) 


STATUS RESISTANCE 

Poison 


COST TIME SIGHT || 

10 4.5 35 




MUMP 


■ no 8 


8 


12 


11.75 


60 




0.708 ■ 


HP STR MGK t STM MND SPD ATK M-ATK DEF M-DEF ATK SPO MV 

6 1 5 I 4 I 5 I 6 I 5 | 175 I 1 1 t.25 I 15 1 - I 0.006 

BASIC ATTACK 




S'- —.... 


NAME 


TARGET 


DAMAGE RANGE 




EFFECT 


Bubblebatti 

Enemy: Sing 

le 

1C 

' 

1 





MAGIC K/SKILL 



NAME 


TARGET 


DAMAGE 


RANGE 


EFFECT 


Pact Available: N A 



3fef-v 



Nature 

Type 





Melee 

Ranged 


Description: A fairy songstress who files 
through the air. Though her strength is low, 
her attack does plenty of damage, and also 
rauses the 5loo effect 



WEAKNESS RESISTANCE 



STATUS RESISTANCE 

—1 — «^?c: 

F mvA 


COST TIME SIGHT 


15 


3.5 


<c 

2C 


HP 

25C 

HP 

8 


STR MCK 

11 -f 


■ ■ y — t— 


11 

TT 

5 


MND SPD ATK M-ATK DEF M-DEF ATK SPD MV 

-1 li,| i j ■ ’■ HMHiflB 

15 13 1475 1575 2.75 3 75 I 


STR MCK STM MND SPD ATK M-ATK_ DEF M-DEF ATK SPD MV 


6 

BASK ATTACK 


NAME 

KlckJIrte Dance 


TARGET 

Enemy. Single 


DAMAGE 

20 


125| 15 

RANGE 

: 



MAGIC K2 SKILL 




NAME 


TARGET 

DAMAGE RANGE 

*- 

— — 


EFFECT 



Pact Available: Clear 6-4 


Description: The Empi ess wh stole the 
Queen of Ice's throne. She uses the piercing 
attack Flash-Freeze, and the powerful n r ea- 
effect Blrzzaja. 




WEAKNESS RESISTANCE 



STATUS RESISTANCE 

: Silence Immobilize 


COST TIME. SIGHT 

20 15 3,5 


_ ■ 


620 

■_ _ 

k * 1 

—, Ji 

^ I “Ti 

p, 1 

20.75 

2075 

5 

6.5 

3£ 

| 
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1. ITTf 

—. r r- 
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■u 

■—i 
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1 25 

‘ 2 25 

— 

DODO 






J'— 






EFFECT 


□313 





EFFECT 



Paa Available: N A 


'V 


Nature 

Type 


Description: A machine Esper. Us 
speed stares relatively low, but increase 
significantly as ft levels up. 


Melee 


Ranged 

Flying 


m r 


WEAKNESS RESISTANCE 

jS ^ (xl.ll I ^ (xo.91 


STATUS RESISTANCE 

—- p h 9 • ■ ftaweLff a awee* - vu 

Con; Lie 
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COST TIME SIGHT 
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Ui 

£ 

HP STR 

MGK STM MND SPD 

ATK M-ATK DEF 

M-DEF ATK SPD 

MV 

c 

□= 

: no ! 9 

1 7 I 9 1 7 | 8 | 

12.25 11.75 2 25! 

1.75 | 60 [0 

1.7 u j 

_ ~ j ~ ■ ■ r ’ 

j— — ™- 1 '-^ 

-— ■ . ----- 



■ V— - I* - ■ 


125 




1 


1.25 1.2! 


0.000 


BASK ATTACK 


NAME 

TARGET 

DAMAGE RANGE EFFECT 

L Tbunderdiap 

Enemy: Single 

"T to "T 1 | . ^ 


MAGICK SKILL 



NAME TARGET 

DAMAGE 

RANGE 

EFFECT 


— ! — 

— 

— 

— 


il SSL-. _ t 


' •ei_5ir _ .' ViTTit - ' " 

... * s 1 


Pact Available: N A 


Nature 

Type 


Description: A giant horse whose body 
courses vJlfi electricity. Its Hoof kick attack 
is refafcivefy weak, but car be performed 

rarvrfhj 

,c r' Ui j- 


Ranged 

Flying 






— 


WEAKNESS RESISTANCE 

STATUS RESISTANCE 

COST 

TIME SIGHT 

G> 

(Xl.2) & (xO.75) : 

Confuse 

14 

7 35 : 

HP 

STR MGK STM MND 

SPD ATK M-ATK DEF 

M-DEF 

ATK SPD MV 

230 

13 J3 12 12 

TsTl5.25 1 15.25 t 3 

3 1 

60 1 Q.70&I 

HP 

STR MGK STM MND SPD ATK M-ATK DEF M-DEF 

AT K SPD MV 

3 

: 4 6 5 

7 5 15| 

1.25 

- 'fo!o069l 




BASK ATTACK 


NAME 

TARGET 


DAMAGE 

RANGE EFFECT 

| F 

loot Kick 

BjgwSing 

la 

_ 

L J 

5 

ll 

f 

“ 



NAME TARGET 

DAMAGE 

RANGE 

EFFECT 

^ 

— 


1__ 


w.. —— -ivV-v. 

- 


J 


Pact Available: CEearT67 



WEAKNESS RESISTANCE 



STATUS RESISTANCE 

All M Blind, immobilize 


COST TIME SIGHT 

20 ; 15 3.5 
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HP STR MCK STM MND SPD ATK M-ATK OEF M-DEF ATK SPD MV 

600 22 22 23 23 23 ICE 22 2 3'3 5.75 33 0 652 




T 
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HP STR MGK STM MND SPD ATK M-ATK 

6 5 7 7 9 ■ 5 






DEF M-DEF ATK SPD MV 

1 T 3 1.75 - ] 0.0001 


p= » _— 

■ — v :... z$£=m 


name target damage 

RANGE 

EFFECT 

Sou’ Purge 

Enemy: Pierce 

25 

1 2 " 1 



=3iC'T 

■ ^ 
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NAME TARGET 


MACICft SKILL 


Th Linda ia 


Enemy: ancle 1.31 


DAMAGE RANGE 

s: : t 


EFFECT 


_ 











































































































































































































































































































































































































rattX 


ifel 







*NUi 

t V 



PART 4: Data 





A i 






QUETZALCOATL 


*1 




Nature 

Type 



Melee 


Ranged 


Flying 


Pact Available: N A 


Description: A sacred bird who channels 
lightning, its stamina starts out low, but it 
can reasonably withstand physical attacks 
at higher levels 


AKMS5 RESISTANCE 

€) ^ 1*0.9) 


STATUS RESISTANCE 


Confuse 


COST TIME SIGHT 

il 6 




SIR MCK STM MND SPD ATK M-ATK DBF M-DEF ATKSPD MV 

1 ' _ _ : : --- — --— - 


9 1375 14.25 


2 25 


36 


0 714 

li 


STR MGK STM MND SPD ATK M-ATK 

5 4 5 5 5 1.25 T 1 


NAME. 

Thunder 


BASIC 

TARG ET : DAMAGE. 

Enemy: Singfe \ IQ 

MAG KK/5 KILL 


DEF M-DEF '1 ATK SPD M V 


1.25 1.25 




RANGE 

4 


EFFECT 




NAME 

TARGET 

DAMAGE 

RANGE 

EFFECT 

“ 

— 


— 

“ 


RAMIH 



- 


Nature 

Type 



Melee 

Ranged 


Hying 


Description: Created hu Rlmuii, this 
Esper floais through the air. Its low Mind 
makes \i weak against Magrck, hut it can 
execute attacks quickly. 




WEAKNESS RESISTANCE 


fxl, 1) 



(x0.9j 


STATUS RESISTANCE 

Confuse 


. _COS]_ TIME SIGHT 

10 


_ - 


w ni 


£ no 


HP. STR MGK STM MND SPD ATK M-AT K DEF M-DI 

iin h r s ft in i- •- ‘ = 


13 0 8 6 I JO I 12 j 12| 

£ HP STR MGK STM MND SPD ATK M-AD 

^ ft = ft ft ft i " • ‘ft 


NAME 


TARGET 



En emy; Sing, e 

MM wBM 



NAME 


TARGET 

DAMAGE RANGE EFFECT 














, 


Tb u 


V 


Pact Available: N A 



Nature 

Type 



Meiee 


Description: A centnui Bper w. lose 
attacks deal little damage, but bypass 
obstacles to strike enemies on the other 
^ide 



Flying 


WEAKNESS RES [STANCE 

U0.75 


(Xl .21 


STATUS RESISTANCE 


COST TIME SSG-T 



Confuse 


HP 

STR 

MGK 

STM 

MND 

SPD 

ATK 

M-ATK 

DEF 

M-DEF ATKSPD MV 

152 

13 

13 

10 

16 

;3 

13.251 

13.25 

1 2,5 I 

4 1 30 10.7141 


E HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATK SPD MV 


NAME 


Pi asm a Arrow 


BASIC ATTACK 

Jarget DAMAGE, 

Enemy: Singje 1 IQ I 


1 25 

RANGE 

5 


0,000 


EFFECT 




NAME 


MAG 1CK/5 KILL 

TARGET DAMAGE 

Enemy: Single 10x3 


RANGE 

; 


EFFECT 


v 


-fi '3 


I ^ 

a t n nr, nr.- 


Fact Available: N 1 



Naturi 


11 1JK 



Description 


smaty SSDSBStsir qd @ql rts 
S ene elgsi 




ft: HP STB MCK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

16 15 25 i i i _ m 




3 : 13 


1 3 




: 


0 .: 


-., 


p HP STR MGK STM MNP SPD _ATK_ _M-ATK DEF M-DEF ATK 


1 25 


15 


BASIC ATTACK 


NAME 

TARGET 

DAMAGE 

RANGE 

EFFECT 

Silent Storm 

Enemy: Single 

1 15 T 

i f 

Siience 



NAME 


MAGIOC SKILL 

TARGET DAMAGE 


RANGE 


EFFECT 




/tr < 




Pact Available: N A 





Nature 
Type 

Melee 
Flying 


Description; A ightning dragon, bound 
to serviiude by its heavy collar, its attacks 
are powerful, and its Mighty Guard skill 
reinforces nearin allies. 







WEAKNESS RESISTANCE 

■xl .25 



STATUS RESISTANCE COST TIME. SI GHT 

All but Blind, Slow 20 15 • 4 


------- 


“ HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD: MV 

■f — - ~ " ' ” -» * - -!■! ■■■ ■ ■ !» - - * a * ™ ■ ! ■ “ • rm- w—rrrm 


g 420 26 2C 27 

g HP STR MCK STM 

g 9 3 6 2 


NAME 


6.75 i 


25 


0.6 


M ::: M -A1K DEF M-DEF ATKSPD MV 

| 2 | 15 | 225 | 15 [ - f 0,0001 

mm 


RANGE 


EFFECT 


Plasma Storm 


- 




5* U 


NAME 


TARGET OHHCF RANGE E 

EFFECT 

Mlahtv r Guard 

[ A 

Ipj } -mjf i_| | 3 


Barrier | 


.■*. - li+j . 



Pact Available: Clear T79 


Nature 

Type 



Melee 

Ranged 


Description; The Lightning God who rains 
judgment m the wicked. His Judgment Bolt 
attack makes him indespensible in butt Ik 
against magickal enemies. 


■ 

ri 

s 

•m 


1 

rl 

U 

i 

a 


1 II -ri 


WEAKNESS RESISTANCE 




STATUS RESISTANCE 




COST TIME SIGHT 


Jw 


(xl.25} 



ixO.5'' 


All but Silence, Slow 


20 


15 


3.5 


HP 

STR 

MCK 

STM MND 

600 ' 

■ 20 J 

23 ' 

23 

2! 

i 


25 20 _ 20.75 5.75 | SJ5 


51 


0.714 


HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

J - z : 7 r -5 ' 5 :.7f : rz " 7 ? - 


NAME 


BASIC ATTACK 

TARGET DAMAGE 


RANGE 


Judgment Storm 


Enemyjngle BO 

MAG I CEL S KILL 

_NAME TARGET_ DAMAGE 

Judgment Bolt ! Enemy: Qitle l~o" 30 


1 





RANGE 

7 


EFFECT 



Silence 


|1 jj iTT 


mm 







■T- 1 _]C > ' ' ■ 


1 ~ ' T ~~- 

.-v>- 






































































































































































































































































































































































































* iv* “ ‘‘ 5 T 5 ' \ ’^^L, 

x?rr 


PART 4 

Data 


A V , 




>T 


J* ■f* “TSS^te 



Pact Available: N A 


\ 



Nature © 
Type 


elee 


Description: A little ogre who wears 
boxing gloves. His parameters are strong, 
so as long as you pay heed .to 
jypp I’.'g should be unbeatable. 


piprnur’S 


Ranged 

Flying 


,-' — 


WEAKNESS 'RESISTANCE 

(xl II | 1x0.9! 


STATUS RESISTANCE 

Stop 


COST TIME SIGHT 

10 5 3-5 


iU-C 

V» 

■sr 


i 


HP 

i io 

HP 

6 


SIR MGK STM MND 5PD ATK IVHATK DEF M-OEF ATK SPD MV 


1C 

4 


9 


60 


0.714 


o 

MND 

SPD' 

ATK 

M-ATK 

DEF 

M-DEF 

ATK 5PD II 

AV 

| 5 1 

5 

1 25 

rrj 

. il ; 

1.25 1 

I - i qpuu i 


BASIC ATTACK 


NAME 

TARGET 

DAMAGE 

RANGE 

EFFECT 

Goblin Punch 

Enemy: Single 

TlO 1 




NAME 

TARGET 

DAMAGE RANGE 

EFFECT 

— 

— 

— I_~ 1 




Pact Available: N A 

Description: This ancient guardian of 
the wood has low Strength but can cause 
immobilize status. It also resists many 
status effects. 




WEAKNESS RESISTANCE STATUS RESISTANCE COST TIME SIGHT 

0 (1: ' 


ixO-75'i 


Poison r Blind, Silence, Sleep, Contuse, 
Stop 


:-L. 

c/\ 1 


HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATK SPD MV 




10 15 


15 


4.75 


30 


0.654 




HP 

STR 

MGK STM 

' MND SPD 

ATK M-ATK DEF M-DEF ATK SPD MV 

9 

4 

4 : 12 

15 13 1 

^iii i \ i L25_!_^ 1 _Lgggoj 


TARGET 

Enemy: Single 



basic attack 

DAMAGE 

IE 12 


RANGE 

1 


EFFECT 


MAGJOtSKlLL 


DAMAGE RANGE 





Pact Available: N A 


Description: ft powerful warrior of the 
race of slants. Its Gaia's Wrath attack is 
useful not jusi for its wide damage field b 
for Disabling enemies 


Flying 




WEAKNESS RESISTANCE 

25 1x051 


STATUS RESISTANCE 

All but Confuse, Immobilize 


COST TIME SIGHT 

: 3.5 


20 


15 


- HP SIR MGK 


— 1 


JD SPD ATK M-ATK DEF M DEF ATK SPD MV 

^j-OjfiSA 

SIR SfM MND SPD"ATK M-ATK DEF M-DEF ATK SPD MV 

7 ft Q 8 5 1.75 1.5 I 2.25 12 1 — 1 U.\M) 




- 



>,:y: 

“AHGET DAMAGE RANGE 

EFFECT 


Ua 

Enemy: note 

MftCJOt SKILL 






'&22 







Pact Available: N A 



Nature ^ 
Type 


Description: A sentient mobile cactus, Its 
1000 Needles attack can be Sired off mpidt® 
anc Its movement is unusually quick among 
ranged Bpers, 



WEAKNESS RESISTANCE 

(J '.xl. 1) Q 1x0.9) 


STATUS RESISTANCE 

Stop 


COST TIME SIGHT 

11 6 ' 4 


• •; 




HP sTR MGK Si.'■'> MND SPD ATK M-ATK DEF M-DEF ATK SPD MV 

I 11.75_L_1_1__LZLJ_51—L2ZS2. 

HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATK SPD MV 

BASIC ATTACK 

EFFECT 


NAME 

1000 Needles 


NAME 


TARGET DAMAGE RANGE 

MftCICK/SKILL 

DAMAGE RANGE 


TARGET 


EFFECT 


c 


Part Available: N A 


<r A 


T t 




Description: A magician with a cute 
exterior, Cu Slth has the highest HP of all 
Rank li ranged Espers Its Bedevil skill deals 
no damaRt but blinds enemies. 


Melee 
Flving 




WEAKNESS RESISTANCE 

^ 1X1-2) 1x0.75) 


STATUS RESISTANCE 

Stop 


COST TIME SIGHT 

IS 8.3 I 4 


rs HP STR MGK STM MND SPD 


s 


o 


ISO 




\3 


M 


14 12 


HP STR MGK STM MND SPD 

I 6 


ATK M-ATK 

IS \ 15.75 

ATK M-ATK 

1 25 1.5 


DEF M DEF ATK SPD MV 


3.5 


36 


0.714 


DFF M-DEF ATK SPD MV 


1.5 


0,000 


BASIC ATTACK 


NAME 

TARGET 

DAMAGE 

RANGE 

EFFECT 

Store 

r Enemy: Stride 1 

to 




MACICK-SKIU 




NAME 

Bedevil 


TARGET 

Enemy: Single 


— 

1 s i 

" £ 

Hind 1 


'Vi: f 


J 



Pact Available: Clear T62 


Description: Lord who maintains ihe 
laws in this world. It damages enemies wi 
Its highly potent ftoxxor and extremely 
Ions-ranee Sloneja abilities 


1X1.25) 

lx0 ’ 5 - ! 

All but Blind, Sleep 

20 

15 

-- • . «... t-n/ li atu nrr 

*A.ni:E 

ui - f 

ATif con 


LU 

< 

1C 


450 25 21 


Zb 


~ii 2 1 2:55 2Q25 6.25 5.75 


20 


- HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATK SPD 


o 

OS 

L3 


10 


8 

|AME 

Roxxor 


3 


BASK ATTACK 

DAMAGE 

30 


1 75 



TARGET 

Enemy;. Circle J .0 

MAG tOC'S KILL 

DAMAGE 

' So 


TARGET 

Enemy. Circle 1.31 


RANGE 

RANGE 

6 


EFFECT 


EFFECT 
















































































































































































































































































































































































































iStffi lllMOil') 


CNO/ 


Part Available: N A 




Nature 

Type 


Melee 

Ranged 


Description: A Mushroonvllke Espei 
with \mh Stamina sm Mind to make it 

u 

durable against both kinds of attacks. Its 
physical attacks make its low Magick fjotver 
irrelevant 


WEAKNESS RESISTANCE 

^ lx I 1 \ ; A '(x03) 


STATUS RESISTANCE 

Slop 


COST TIME SIGHT 

10 4.S ; 3.5 


— -*r-% « 




HP STR MGK STM MND SPD ATK M-ATX DEF M-DEF ATK SPD MV 

110 3 7 18 19 S 12 11.75 2 2.25 60 0.708 




HP STR MGK STM MND ..SPD ATK M-ATK D£F M : DEF ATK SPD MV . 

1.5 15 - 0.006 


1 


1 


BASIC ATTACK 



NAME 


TARGET 


DAMAGE 

RANGE 

EFFECT 


Floating 

Kick ! 

i 

Enemy Single 

... V... - -- ' "1 

., 10 

I 1 1 

— 







NAME 


TARGET 


! S_ Z. • » * 1 


DAMAGE RANGE 


EFFECT 




• .i; j : i-.r 


lA/H 

W 11 


Pact Available: \ - 



Nature 

Type 



Description: Ca : 

It's unable to attack enem ei r_: stzvi 
to cast Cure on allies. 


Melee 

a 



Flying 


/ 




WEAKNESS RESISTANCE STATUS RESISTANCE COST TIME SIGHT 

□ □ None 

12 6 4 j 

HP STR MGK STM MND SPD ATK M-ATK DEF 

M-DEF ATK SPD MV 

L_7Q_l_Z_l_lQ_l__Z_t_.8 1 8 j 11.75 | 12.5 I17U 

2 | 12 10.714 | 


1 5 1 

4 " 

5 

-1 

5 

5 

1 


1 

.2: 1.25 

1 25 

■aragy> •» ■ 

"ohm 


BASIC ATTACK 


NAME 

TARGET DAMAGE RANGF 

EFFECT 

[ Cure 

Ally: Single 20 5 

HP Restore 


NAME 


MACiCK SKILL 


TARGET 


DAMAGE RANGE 


EFFECT 





Part Available: N A 


Nature ( 
Type 

Melee 

Ranged 


Description: A sp rit v.nc resembles 
a bus Its Drain ability, which transfers 
enemtes HP to its own makes it a difficult 
toe, as does its wide-effett Lrnercut 5 k 


WEAKNESS RESISTANCE 


STATUS RESISTANCE 





.2- 


i.xO.75) 


Stop 


COST TIME SJGHT 

14 6.3 3.5 


^ -. _ 


HP STR MGK STM MND SPD ATK M ATK DEF M-DFF ATK SPD MV 


230 T6 12 


13 


12 


15.5 


15 


325 


60 


0,714 m 


HP STR. MCK STM MND SPD ATK. M-ATK DEF M-OEF ATK SPD MV_ 


8 


1,5. ' 1.25 

BASIC ATTACK 


1.5 1.25 


0.000 



I ■ ■■■ - vm - —.■ 

[ Uppercut | 


15 

1 1 1 

— 




MAGlCK/SKfll 


Drain 


TARGET 

Enemy: Single 



MM AGE RANGE 

40 5 


EFFECT 

Leech 


EXODUS 



Part Available: Clear T6S 

Description; k gnosll> judge ivhe tarries 
01 tt sentence on the world, His Eong-iange, 
extremely potent Meteor skill deals damage 
to enemies front afar 


HARNESS RESISTANCE 

STATUS RESISTANCE 

COST 

TIME 

SIGHT 

(Xl.251 ' A 1 x 0 .Si ’ 

AilbutBfend Disable 

1 20 

! 15 

3,5 


N. 


HP STR 

MCK 

STM MND SPD ATK V-iTX 

DEF M-DEF 

ATK SPD MV 

: 

22 

24 25 23 |2025| 205 

6,25 

" 265- 


HP 5TR MGK STM MND SPD ATX DEF M-OEF ATK sru i 

12 5 5 7 8 ” "I: 




NAME 


NAME 

Meteor 


TARGET DA » 

Enemy: Gifle 1.1 Z I 40 


' - A I: 




Enemy Circle 



T-M: 


U2 



TlTTsflPjiii 


1 bW ■ J 

||*i 9 ?T 


IPi ’.'.T ~ 




— 



-ii 





Part Available: \ 



Nature 


Type 



Description: -™ 





WEAKNESS RESISTANCE 


_ 


- 




mus :tr 


HP STn MGK STM MND SPD ATK M-ATX DEF M-DEF 

180 11 17 •; 12 13 114751 1623 


HP STR MCK STM MND SPD ATK M-ATK DEF M-DEF 

- • ■— — " - - ■ - -■ * "**- ■ —^r-r — - - • - - --- ““ 


^ 6 


1 


22 S 


1 


i.D 


BASIC ATTACK 


NAME 

TARGET 

DAMAGE' 

RANGE EFFECT 

1 Cure 1 

I Aily:'Single 1 

20 

1__5 

HP Restore 



MAGlOC’SXftL 




NAME TARGET DAMAGE 

RANGE 

EEFEC1 

R 


Ruby Balm Ally; G 

rdel.25 | 50 1 

1 5 1 

1 HP Restore 1 




ULTIMA 

9|j0F 


Pact Available: Clear 157 





Melee 


Description: An angel who rebeltec 
against God He: Eschaton skill deals 
piercing damage io enemies, but Is unsufted 
fur full-on combat with powerful enemies. 


■--- . «««A- >. ^ ■ 


WEAKNESS RESISTANCE 


STATUS RESISTANCE 


COST TIME SIGHT 



□ 

CD All but Poison, Slow 20 

j 15 | 

4 1 

HP 

STR 

MGK STM MND SPD ATK M-ATK DEF M-DEF 

ATK SPD 

MV 

500 

20 

1 23 1 23 1 26 j 23 t 20 1 20.75 1 5,75 1 "IH 

| 24 1 

0 654 ; 

HP 

STR 

MGK STM MND SPD ATK M-ATX DEF .i-DEF 

ATK SPD 

MV 

' 10 

^6 



0.000 I 




NAME 

Revitalize 


target damage 

j Ally: Single 1 40^ 


RANGE 

i— 

3 



NAME 

Esdiaton 





MACfOC-SKILL 

TARGET’ DAMAGE RANGE 

• ” ■ - Z} -.*- T 

_ 


HP Restore & Status Restore 


EFFECT 
















































































































































































































































































































































































f u 






_ 






% 


MMBilMi 




3 “i 


s /->jr 


This category of units is comprised of the indigenous beasts that roam the lands in Final Fantasy XII: Revenant Wings, Unlike Espers, which are summoned from the 
Land of Illusion, these "enemies” are flesh and blood creatures. Note that the enemy entries here are organized according to their elemental nature, or lack thereof. 


1ft 


V > 
V W 


- lx 


k 




X 1 


Hr 


H 








H?r 












o 


NON-EL E MENIAL 


o 


V 




Jr f Jf /V \ rTi J 


Mature 

Type 


Melee 


Ranged 


Flying 


WEAK. 


BBW-25) 


RESIST. 


STATUS RESISTANCE 


SIGHT 


None 


3.5 


HP 

STR MGK STM 

mDj SPD ATX 

M-ATK 

DEF 

M-DEF ATKSPD MV 

120 

8 3 10 

8 6 12 

12 

2: 

2 : : . - • - 


w 

HP 

STR MGK 

STM 

MND 

SPD ATK 

M-ATK 

DEF 

M-DEF ATKSPD MV 

ft 

7 

5 E 

7 

5 

5 1.25 

1.25 

1.75 

1.5 - 0 


BASIC ATTACK 


t NAME 

ELEMENT DAMAGE EFFECT 

Snakebite (Damage:10 Effect:Polson) 



MAGICK/ABEUTY 


NAME 


ELEMENT DAMAGE 


EFFECT 




J 




Notes: During 8*2B appearance: HF-245, 5tr-245, MgK-210, Stm-175, Mnd-175, Spcb 175 



Nature 

Type 



Ranged Flying 


RESIST. 


STATUS RESISTANCE 


SIGHT 


PART 4; 

Data 




f ANTLIQN 




Nature 
I Type 


Melee 


Ranged Flying 


Mr - y 


WEAK, 

RESIST. 

STATUS RESISTANCE 

SIGHT | 

n 

□ 

None 

8.5 


13 

10 

13 

10 

19 

115251 

14.5 

325 

2.5 

60 


0.714 


HP 

STR 

MGK 

STM 

MND SPD 

ATK 

jnAMMI 

M-AIK DEF 

• i ■ • • 

M-DEF 

ATKSPD 

MV | 

7 

6 

4 

6 

4 8 

L5 

1 

1.5 

! 

“ 

o 1 


BASIC ATTACK 


NAME 

ELEMENT 

DAMAGE 

EFFECT 

Adhere 

— 

15 

1 


NAME 



HP 

SIR 

MGK 

STM 

MND SPD 

ATK M-ATK 

DEF 

M-DEF ATKSPD 

MV 

7 

\ 6 

4 

5 

4 TT 

1.5 1 

1 5 

1 

_u 


NAME 


Adhere 


NAME 


BASIC ATTACK 


■■£■1 i 5 ACE 


EFFECT 



MAGICK/ABIUTY 


Spit Venom 


ELEMENT damage effect 
























































































































































































































GROWTH BASE T p*-\ i J UlOVVlH NA*il 



PART 4: Data 



Melee 


r 


Ranged 


STATUS RESISTANCE 



19 

10 

15 

10 

13 

'3.73 

14 5 

125 

: 5 

45 



HP STR MGK STM MND SPD ATK M-ATK 

8 3 6 3 6 2 1.23 


0.714 

"def m-def ATKSPD MV 

1 5 23 - I 0 


NAME ELEMENT 

damage 

Havmaker i 

15 


EFFECT 


MACICK/ABILITV 



m 

\ra$m 



Nature 

Type 



Ranged 


Flying 


f II 1 

WEAK. 

l . "f -■_ 

RESIST. 

STATUS RESISTANCE 

SIGHT ! 

□ 

1=3 

None 

3.5 


HP 

STR 

MGK 

STM 

MND 

SPD 

ATK 

M-ATK 

DEE M-DEF ATKSPD MV 

SOL 

13 

15 

16 

Id 

7 

15.25 

16 

4 4 60 1 0.4801 


HP 

STR 

MGK 

STM 

MND 

SPD 

ATK 

M-ATK 

DEF 

M-DEF ATKSPD MV 

8 

5 

7 

7 

! 7 

5 

1.25 

1,75 

1 75 _ 

1,73 '_a_ 0 1 


BASIC ATTACK 


NAME 


ELEMENT 


DAMAGE ! 


EFFECT 


Gnaw 


Same as Nature 





ss 


Nature 





WEAK 

'RESIST, 

STATUS RESISTANCE 



1=3 | 

[=3 

None 

M 


j HP STR MGK 

STM MND SPD ATK 

M-ATK 

DEF 

M-DEF ATKSPD MV 

1 250 13 )3_ 

13 13 13 15.25 

': I; 

3.25 

32S [ 30 1 0600 1 


HP 

SIR 

MGK STM MND SPD 

ATK 

M-ATK DEF M-DEF ATKSPD ML 

7 

5 

5 5 6 6 

Is 

1.23 1.25 1.3 


BASIC ATTACK 


! NAME ELEMENT 

DAMAGE 

EFFECT 

Thrash 1 

15 

Mod Dowd 


NAME 

ELEMENT DAMAGE 

EFFECT 

Bad Breath 


Anv negative siaitis effect ! 





Poison, Sleep, Confuse, Stop, Immobilize 


20 

20 

.500 . 

500 

to 

5 

[ 5 1 


HP 

STR MGK STM 

MND SPD ATK 

M-ATK 

DEF 

M-DEF ATKSPD 

MV i 

■ - ■ 

6 

■5 7 7 

7 3 1.3 

1 73 

1,73 

1.75 

- 1 


BASIC ATTACK 


[ NAME ELEMENT 

DAMAGE 

-' EFFECT.I 



- 


NAME ELEMENT 

DAMAGE EFFECT 

Shelter 1 

StmUp 



1 HP 

STR MGK 

stm mn s-: -k 

M-ATK DEF M-DEF 

ATKSPD 

MV 1 

1 36Q 

20 1 3 

irt ■ * - ~ + ■“ 

I J 7- : J 


50 

0.834. 1 


| HP 

STR 

MGK 

STM MND 5 = 7 

DEF M-DEF ATKSPD 

MV 

5 

6 

n 

H i 

1 - 

: y^j M j75 _ =^_ 

2 j 


NAME 

"Stalk! 


EFFECT 


NAME 

■■■VMM 


EFFECT 



HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF A“ 

5CO 3C 2D 25 25 50 1Z5 I 15 \ 625 6.25 1 51 


HP 

STR 

MGK 

SIM MND SPD 

ATK M-ATK 

OEF 

M-DEF ATKSPD 

MV j 

s 

5 

6 

6 5 6 

L5 15 

1.5 

1.5 



NAME 

ELEMENT 

DAMAGE 

EFFECT 

Gnaw 

Same as Nature 

10 

1 


MAGICK/ABIUTV 


NAME 


ELEMENT 

■ligpniHEwian 















































































































































































































































































































































\ 


- ^ “ 11 ^ 


iA 








__ 






s\ 


% '* T 5 


■ ■ 


F* K 9* H JB IP* 

1*1 k M h 

t LbIifl L 


11 


Nature 

Type 



Ranged 


F|ym° 


[ " WEWt 1 

"resist. 

STATUS RESISTANCE 

SIGHT' 

□ 

□ 

None 

4 ; 


HP 

STR 

MCK 

STM 

MND 

SPD 

ATK 

M-ATK 

DEE 

M-DEF ATKSPD 

MV 

1250 | 

23 

55 

23 

23 

15 

17.7: 

20.23 

5 55 

5 75 55 

0.500 ; 


HP 

SIR MGK STM 

MND 

SPD 

ATK M-ATK 

DEF 

M-DEF ATKSPD 

MV 

5 

5 3 2 

nH 

6J 

1.5 1.25 

22 

1.5 

G 


BASIC ATTACK 


NAME 

ELEMENT 

DAMAGE 

EFFECT 

Thrash 

— | 

15 

Mind Down 


MAGICK/ABIUTY 



ELEMENT 




DAMAGE T EFFECT 

Anv neatly? status effect 





S- 


Nature 

Type | 


Melee 


Ranged 


FMng 


m 

WEAK M 

RESIST, 

STATUS RESISTANCE 

sr 


□ 

CH 

All except Silence Immcb ';:e 

*"» * 

■ - 


HViBIBiHtt 


1520 5 56 53 63 60 23 


iWiilMMIH 

29 

23.25 

15-73 

15 



MV 

i" ■" : 


HP 

STR 

MGK 

STM 

MND 

SPD ATK 

M-ATK 

DEF 

M-DEF ATKSPD 

MV I 

y-m-m-m. ■rn mmi'kmi 

12 

8 

7 


L ^ 

J 

3 :. 

1 7h 

i*# 


25 

— 

- . 0. .1 


MAGICK/ABIUTY 


NAME 

1“ ELEMENT 

DAMAGE 

EFFECT 



1 

_ 


Nature 
Type 


Majoa 

IVlfcMct 


Ranged Hying 


WEAK, 


(xl.i; 


RESIST. 


STATUS RESISTANCE 


fx0.9l 


Disable 


SR 


3.3 


HP 

STR 

MGK STM 

MND SPD 

ATK 

M-ATK 

DEF 

M-DEF 

ATKSPD MVj 

60 

5 

5 S 

1 \ 5 

‘ 755 

•1 22 

: 

1 75 

. 60 0.6C1 


HP 

STR MGK 

STM 

MND 

SPD ATK 

M-ATK DEF M-OEF ATKSPD 

MV 1 

6 

4 TV 

6 ’ 

4 

i 

1 1.5 1 

J 



Nature 


ft.tl u ftiD 
IVlwiUt. 


Ranged 


Flying 


WEAK. 

RESIST. 


STATUS RESISTANCE 

SIGHT| 

1X1.1) 

^ 1X0.9) 


Disable 

3,5 1 



HP SIR MCK SIM MND SPD ATK M-ATK OEF M-DEF ATKSPD MV 

Ho ri is ' ‘ io 


13 


12 13.25 13.75 


3.25 


50 


0.7 M 



HP 

STR 

MGK STM MND SPD ATK M-ATK 

D£F M-DEF ATKSPD 

MV 


7 

.5, 

1 2 '.23 1,5 

J _ 1.25 

_ J 


BASIC ATTACK 


NAME 

ELEMENT 

DAMAGE 

EFFECT 

Gnaw 

Same as Nature 

10 

_ ZL _1 


NAME 

Confuse Fans 


MAGICK/ABIUTY 


ELEMENT DAMAGE 


Fire 


30 


EFFECT 

Confuse 






H 





PART 4: 

Da ta 



i J 


S 


I - *- -Vi I 


Nature 

Type 


Melee 


Ranged 


Hying 


SIR MCK STM 

T6 16 


SPD ATK M-ATK DEF M-DEF 


10 

16 

13 

. 1 4-5 

! 16 

. 2.5 ; 

4 

30 


0.714 



HP STR MGK STM 

MND SPD ATK 

M-ATK 

DEF 

M-DEF ATKSPD 

MV 


7 4 ' 5 

7 6 : 

1.75 

1 25 

1.75 

b 


NAME ELEMENT • DAMAGE 

EFFECT 



Leech 


MAGICK/ABIUTY 



ftxingti-23 appearance: HP-105, Str-75. Mgjfc-105, Stm-60, MmH05, Spd-90 






z - 

WEAK. 


1 4Bm 

resist; 


W.2) 


(«0.75l 


Nature ^ 
Type Melee 


Ranged 


STATUS RESISTANCE 


Disable 


Flying 


SIGHT 


4 


HP STR MCK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

350 20 10 13 '2 13 17 14 3 2 23 3.75 1 15 iO.540 


HP 

STR 

MGK 

STM 

MND 

SPD 

ATX M-ATK DEF 

M-DEF ATKSPD MV 

0 

7 

4 

6 


6 

T.75 1 1.5 

1 75 


2 _ J 


BASIC ATTACK 


NAME 


ELEMENT 


DAMAGE 


EFFECT 


Fi rebreath 


Fire 




16 


NAME 


MAGICK/ABIUTY 


■iHiSEBBHlB 


ELEMENT DAMAGE 









































































































































































































































































\ 




- - 





PART 4 1 Data 





d m 


h 


Nature 

Type Melee 



Flying 


WEAK 

RESIST 

STATUS RESISTANCE 

SIGHT 

^ 1x1.21 


Disable 

4 


HP STR MGK STM MND SPD ATK 

M-ATK 

DEF M-DEF ATKSPD 

MV j 

1 -30 7 13 1 13 1 13 1 13 1 13 115751 

: 

125 l 3.25 F 30 ; 

0 540 1 


8 


STR MGK STM MND SPD ATK M-ATK DEE M-DEF ATKSPD MV 


6 

6 

LJlJ 

6 

6 

1.5 


1.5 


1.5 


1.5 


0 


| NAME 

ELEMENT 

DAMAGE 

EFFECT 

Hameball 

1 - - 

Fere 

20 

-- 


magick/abiuty 


NAME 

ELEMENT DAMAGE 

EFFECT 

_ 

__-1 1 

— 


1 HP STR MGK STM MND SPD ATK M-ATK DEF 

■110': 13 -3 12 11375: 13.75 I 







3.25 


HP SIR MGK STM MND SPD ATK M-ATK DEF M-DEF j 

17 ; t 4 5 5 '2: 1.5 1 1,251 


SASIC ATTACK 


NAME I ELEMENT 

DAMAGE 

EFFECT 

Gnaw I Same as Nature 

10 

nrzz=z ] 


MAGICK/ABKUTY 


NAME 

ELEMENT ^ DAMAGE 

EFFECT 

Sijeng^n^ 

Water 

Silence 


Nature ^ 

Type Melee Ranged 



WEAK. 

RESIST." ‘ 

STATUS RESISTANCE 

SIGHT 

6 

(j) 5(0.751 

All except Slow 

- 


HP 

STR 

MGK STM MND SPD ATK M-ATK 

DEF M-DEF ATKSPD 

MV 

600 

25 

25 25 55 33 16.15 16.25 

5 35 :>25 61 

0.7'- 


HP 

STR MGK STM MND SPD ATK M-ATK 

DEF 

M-DEF 

ATKSPD 

MV 

on 

71 7 T 9 t 5 1 7 75 1 75 

3 35 

1.25 

— 


BASIC ATTACK 


NAME ELEMENT 

DAMAGE 


EFFECT 

1 


Bomb Blast I Fire 

10 


— 

_1 


MAGIC K/AB1UTY 


NAME 

ELEMENT DAMAGE 

EFFECT 

Self-Destruct 

Same as own HP j 

KQ's after use 




Nature A 
Type — 



Ranged 


Flying 


WEAK. 

RESIST. : 

STATUS RESISTANCE 

SIGHT 

(xl.l) 

A (xO.P 

FOison 




Nature ^ 
Type Melee 


Flying 



c— - ; - -—. / ; f 

WEAK 

Jf jFLi - 

[CTRESIST 

STATUS RESISTANCE 

s!ghT 


0 ; 

1 ^ ixf).75\ 

Poison 

4 




35' ;o 10 I 13 I 15 13 17 I 14.5 3,25 : 375 


15 


0.5-10 


HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

S 1 7 - ‘ 7 6 175 1 1 5 : 75 


BASIC ATTACK 



NAME 

ELEMENT 

DAMAGE 

EFFECT 

c 

Frastbreath 

Water " 

18 

- 


MAGICK/AB1LITY 


NAME 

ELEMENT 

DAMAGE 

EFFECT 



— 

— 



Nature ^ 
Type Melee 


Ranged 


Flying 



WEAK. 

jg: J J *o ? 

RESIST^ 

STATUS RESISTANCE 

SIGHT 

- T, it: 

A lxl.2) 

Q WL75I 

Poison 

L 


HP 

STR MGK STM MND SPD ATK M-ATK 

DEF M-DEF 

ATKSPD MV j 

400 

3 3 13 13 li 15.25 15,25 

3.2S 325 

30 0 540 


HP 

STR 

MGK 

STM 

MND SPD 

ATK 

PPvnrikPWUnpvn 

M-ATK 

DEF 

M-DEF 

ATKSPD 

MV 

_ L_ 

m 

■■ 

6 

6 1 6 

1 5 

L5_ 

: 

: 


0 


QC 

«■- ' 

1 ^ 

BASIC ATTACK ) 



NAME 


ELEMENT 


DAMAGE 




Frosts i3 


Water 


MAGICK/ABIUTV 


20 



NAME 

ELEMENT 

DAMAGE 

EFFECT 

— 

— 

1 - 1 

' 2 





























































































































































































































































Nature 

Type 

# 


apppaH 

In < m. : -*» 

"ZTiPzIx T V*— -1 

Ranged Flying 




WEAK. I RESIST. 

STATUS RESISTANCE 

sight’ 



ixl. 1) & ixO.91 

Confute 

35 



HP 

STR MGK 

STM 

MND 

SPD 

ATK 

M-ATK 

DEF 

M-DEF 

ATKSPD MV 

60 

5 5 

3 

7 

5 

11.25 

11.25 

: 

1.75 

60 2 633 


HP 

STR 

MGK 

STM 

MND 

SPD 

ATK 

M-ATK 

DEF M-DEF ATKSPD 

MV 

6 

4 

4 

6 

4 

_4_ 

1 

1 

1.5 I 

n 

_ 


NAME 


BASIC ATTACK 


ELEMENT 


DAMAGE 


Tiiuridercim 


lightning 


10 


NAME 


M AGICK/A B [LIT V 


ELEMENT DAMAGE 


EFFECT 


EFFECT 


\\ 


Nature 

TVpe 


Melee 


Flying 



WEAK. 

1 ^ 

RESIST. 

STATUS RESISTANCE 

mr 


fc) (xl.2i 

lxD.75) 

Contuse 

□ 


HP STR MGK STM MND 5 PD ATK M-ATK DEF M-DEF AIKS PD 

-03 'B M 13 13 13 f 25 15.25 3 23 325 I 30 B 


HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD 

5 6 5 6 1 6 0 1.5 :.5 I ' • 5 


BASIC ATTACK 


NAME 

ELEMENT 

DAMAGE 

Piasmaball 

Lightning 

_ 20 1 


cadtu CIFMFN1 
cm t\I n CLCiYicnii 


EFFECT 


S’ 




J 


Nature 

Type 




Flying 


7% 

’"weak/ 

RESIST. : STATUS RESISTANCE SIGHT 

a 

j 

W 1x151 

A (xO.91 j 

Confuse 

3.5 



HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 


110 13 15 


IQ 



12 

1325 

'3 75 

-? r 

i 25 

50 


0714 


HP STR MGK STM MND SPD AIK M-ATK DEF M-DEF ATKSPD MV 

7 3 6 4 5 6 125 ‘.3 1.25 - 0 


EFFECT 


MAC ICK/ABI LIT V 


NAME 

ELEMENT 

DAMAGE 

EFFECT 

Slow Fans 1! Li- 

shtning 1 

30 

SlOW 


1 



HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

5 5 1 8 17 5. 11125 i 1.25 2 1.75 1 60 0.600 


HP 

STR 

MGK STM MND 5PD 

ATK 

M-ATK DEF M-DEF ATKSPD MV 

5; 

4 

4 3 4 4 

1 

1 T5 - 0 


BASIC ATTACK 


NAME 


landsvveeo 


ELEMENT DAMAGE 

EFFECT « 

Earth 10 



MAC ECK/A BILITY 


NAME ELEMENT 

DAMAGE 

EFFECT m 

1 w 1 

- 

- 



PART 4: 

Data 



Nature 

Type 



Melee 



U 


. 



WEAK. 

RESIST 

STATUS RESISTANCE 

SIGHT | 

• 

.w 

^ *> 7S > 

Confuse 

4 1 

_J 



ra HP 

SIR MGK STM MND SPD 

ATX 

M-ATK 

DEF M-DFF 

ATKSPD 

MV 

:: : ja_ •: ? 

17 

14.5 

3 25 3.75 


0.540 


HP STR MGK STM 

MND SPD ATK 

M-ATK 

DEF M-DEF ATKSPD 

MV 

fi 7 ft 

7 6 175 

i_ 1 _ 1 

" T7S 

0 j 


NAME 


BASIC ATTACK 


ELEMENT 


DAMAGE T 


. Bltiil " 2 


18 


MAGICK ABILITY 


NAME 


r DAMAGE 


EFFECT 




Ranged 


STATUS RESISTANCE 


Stap 


Flying 


SIGHT 


3.5 


HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

110 '.3 :3 10 13 .2 13 25 13.75 2 3 3 25 52 0.7'J 



HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

7 5 5 4 I 5 5 125 1 3 I 1 I 125 I 0 


BASIC ATTACK 


NAME 

ELEMENT DAMAGE 

EFFECT 

Gnaw 

Same as Nature 1 10 



MAGICK/ABIUTY 


NAME 


Blind Fans 


j ELEMENT j DAMAGE 


Earth 


30 


EFFECT 

Blind 





. * 


























































































































































































































































































































GROWTH BASE 


i 


PART 4: Data 




STATU5 RESISTANCE 


SIGHT 


HP 

SIR 

MGK STM 

MND 

SPD 

ATK 

M-ATK 

DEF 

M-DEF 

ATKSPD 

MV 

330 

20 

10 : T3 

15 

13 

17 

14.5 

325.. 

3.75 

15 

0.540 


HP SIR 

MCK STM 

MNP SPD 

ATK 

M-ATK 

DEF 

M-DEF 

ATKSPD MV ! 

: : 

1 & 

7 5 

: .75 

1 

' 1 5 


0 


BASIC ATTACK 



NAME 

ELEMENT 

DAMAGE 

EFFECT 


PetroDreath 

Earth 

18 

- 


EARTH DRAKE 


Nature 


Type 


Hying 


Melee 


WEAK 


RESIST 


Q lxl-2) 


mm 



NAME 

ELEMENT 

DAMAGE 

EFFECT 

“ . 

1 - ' 


- 



BASIC ATTACK 



NAME ELEMENT 

DAMAGE 

1 EFFECT 


Petroball ] Earth 

20 1 





NAME 

ELEMENT 

DAMAGE 

EFFECT 


T GIZA RABBIT 


Nature 

Type 



Melee 


Rang 



Flying 


WEAK. 

resist” 

STATUS RESISTANCE 

SIGHT 

1 □ 

□ 

Npne 

4 


HP 

STR 

MGK 

STM 

MNP 

SPD 

ATK 

M-ATK 

DEF 

M-DEF 

ATKSPD 

MV 1 

j 73 

" 

M0 

7 

3 

e 

1175 

20 

' 75 

2 

_ J2_ 

: 7:4 


HP 

STR 

npm 

MGK 

STM 

MND SPD 

ATK M-ATK 

DEF 

M-DEF ATKSPD 

MV 

5 

4 

3 

5 

5 S 

’ 75 


25 

: 




. L3 

BASIC ATTACK 



NAME 


Cure 


t 


ELEMENT 





MAGICK/ABIUTY 
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This category features ail of the tough enemy leaders in Final Fantasy XII: Revenant Wings. They are listed in the chronological order of the missions in wh i 
they appear. It also includes the Guest Units that appear in the game, including some who join your side and fight for you. 

The tables are divided by the mission types. The first section includes all of the Story Missions, followed by Tomaj's Notice Board Hunts, and then the Melee B; 

In essence, this section provides the stats for every unit that isn't an Esper or an indigenous beast. 


—\X 


A NOTE ON ABBREVIATIONS 


in each of the following sets of tables, under the Attacks column for each unit, there is a one-letter abbreviation before each of the unit’s listed attacks. For 
example, for Mission 4-1, the ranged enemy leader named Souffle, Gunslinger has a set of Attacks listed as (F)Firaga Shot, (W)Blizzaga Shot, (L)Thundaga Shot, 
(E)Stonega Shot. 

In each case, the letter refers to the elemental nature of that particular attack or ability: (F)Fire, (L)Lightning, (E)Earth, (W)Water, (HIHeaiing, or iNjNone (non- 
elemental). The (S) abbreviation refers to "Same", meaning the attack is charged with the same elemental nature as the user. 


—o 



MISSIONS 


I 


- K l L HI.| r 



PART 4: 

Data 


R 




r J 





I 




/ 


*k 


K 


Nature | | Type Melee Ranged Ffyiiis 

Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 



■a t 

£ 

“ | *■ ■■ 

None 4 

LEVEE HP STR MGK STM MND SPD ATK M-ATK DEF 

M-DCr ATXSPD MV 

3 t 334 45 

45 | 44 [ 41 [ 

50 | 21 | 16 | 20 

16 ; 36 10.7)41 


ATTACKS 


(S)Guns 'Damaged 

S (S)Tri-SllOl [Damage:20x3] 




Nature r I Type IHJJSMI Ranged Flying 

Support Ability: WEAKNESS RESISTANCE STATUS RES 


None 




None 


LEVEL 

HP 

STR 

MGK 

‘ ' "_ 

STM 

jt*. »! ■ fit. •** 

MND SPD 

ATK M-ATK 

DEF 

m-def 

ATKSPD 


3 

1 493 

| 44 j 

45 


48 

— 

| 49 

1 21 

16 

20 | 

1 18 

[eij 

0.7' - 


i ^---- 


ATTACKS 

:S Attack [Damage: 10J 



Nature I I Type Melee Ranged Flying 
I Support Ability: [WEAKNE SS] RESISTANCE I STATUS RES I SIGHT 


None 


None 



Nature 


Type 


Ranged 


Flying 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

None 

I None 3.5 


LEVEL HP STR MGK STM MNO SPD ATK M-ATK DEF M-DIF ATKSPD MV 

LEVEL HP STR ft 

1GK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

47 | 45 [ 45 j 45 j 22 [ 16 | 20 | 17 | 61 jo.714 

3 311 64 69 81 82 70 26 22 27 27 62 0.714 

3 455 45 

ATTACKS I 


AnACKS 

IS) Bows! Damage: 6j 

{S) Attack [Damage: 10] 


r i 



Nature 


None 


Type 





Ranged 


Flyins 


765 89 48 67 


54 


WEAKNESS 

RESISTANCE 

STATUS RES SIGHT 

— 

-- 

None 

| 3,5 

SPD ATK 

M-ATK DEF 

M-DEF ATKSPD MV 

47 | 32 [ 

17 ) 26 J 

| 18 | 6T j 0.714] 



Nature 


Type 


Ranged Flying 


I -syfr-j*. y- Jr ■ ,q 

Support Ability: 

WEAKNESS 

RESISTANCE STATUS RES SrGHT 1 

Auto-Regen 




1 

None 3,5 


416 i 65 


65 


73 45 73 36 


21 


27 


18 


62 0.714 


ATTACKS 


~ J- - 


ATTACKS 


■NiAttack [Damage: 10[ (N)Wild Swing [Darnage:50j 


©Attack [Damage: 10] IS) Roundhouse [Damage:50] (HiCnakra [Effect:HPRestoie{Basic Heal:80) 8 Status Restore 



Nature 


Type 


Melee 



Flying 


^ARAUDIISG S 

Nature | | Type 



Ranged 


Ffyin^ 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 


3 






< 


44 


48 


“ 

None 3.5 

SPD ATK M-ATK DEF 

M-DEF ATKSPD MV 

45 | 21 | 17 [ 20 ] 

[ 18 | 30 |o.714j 


ATTACKS 


5) Discs 'Damage; 10] 


“'N 

V[l 

nl 

win ot him 

_ 

-- 

None 3.5 

LEVEL HP STR 

MGK STM MND SPD ATK 

M-ATK DEF 

M-DEF ATKSPD MV 

| 7 ] 416 j 73 j 

57 ] 80 j 57 f 

65 ' 28 

19 | 29 

- - • -jJ 

20 ] 62 j 0.714| 


attacks 


d 

(SJAttack Damage: 1 GJ N Rend Power fEKectStr 0.5k 

(Ni Rend Magitk |Effed. L Mgk 0,5x] 1 

































































































































































































































































































































i i f- *rs 'A$j 
J l .. - 


PART 4; Data 







WEAKNESS 

RESISTANCE 

STATUS RES SIGHT 

■** 

— 

None 

J - - - t - . - - -,-r- 

35 

■ 


9? 


ATTACKS 


--*> .-vf-rym 


(S)Attack [DamageiO] (S)Pumme! [Damage:20+20+3GI (NftVaray [EffectrDisabie 


intelligence 


322 ; 56 


Nature Q Type Melee K22E5B Flying 
Support Abi WEAKNESS RESISTANCE STATUS RES SIGHT 

None 

SPD ; ATX M-AT K DEF M-DEF ATKSPD MV 

19 I 30 i 21 i 26 


81 


■i ■■■■ 

:Vr J :' '-I t i 


65 65 65 


37 i 0.714 



Nature 


Rejuvenate 


Type 



Ranged 


WEAKNESS RESISTANCE 

- ... - • «hE~* —■ , • P . c - . -- -j .i ■+ fc-’-'-x ■ 

STATUS RES SIGHT 

— 

None 3,5 


ATTACKS 




•F.Fire 'Damage: 1 □] IFJFiraga [Damage:50] 


LEVEL HP SIR MGK STM MNP SPD ATK M-ATK DEF M-DEF ATKSPD; MV 

| 9 [ 432 | 65 [ 65 j 75 | 80 | 104 | 36 j 26 [ 33 | 35 | 63_[o774| 

_ ATTACKS 

{$) Attack [Damage: 10| (F) Fire Stv t )rd 'Dam ag -: 5 0 W 3 r 1 zza rc Sv: 0 rd’ Da mage: 5 0[ 




JAL'N' 





Nature I I Type Ranged Flying 

Support Ability: j weakne ss resis tance stat us res i sig ht 

Will of Steel 



Nature E*a _ Type Melee BttlikJ.B FlvingW 

SupportAftlR^BfEAKNESS RESISTANCE STATUS RES SiGHT 


HealmaS 


Cl£rt 


None 


3.5 


LEVEL HP 

SIR MGK STM] MND SPD ATK M-ATK 

DEF M-DEF ATKSPD 

MV 

[ 8 424 

| 79 | 61 j 86 | 61 | 70 | 29 | 20 

| 39 | 27 | 62 | 

0714 


r Tg^g-: 1 . 1 W II 

ATTACKS 



(SJAttack [Da m age: 10] (NS Rend Power [Effect ;Sf r 0,5xj f N \ Ren d Mag ; dt j Effect:M gk 0.5x3 



WELL-BRED SKY PU 

SAXE 



LEVEL HP 

SIR 

MGK STM MND SPD ATK 

M-ATK DEF 

M-DEF ATKSPD MV 

] 9 [ 3S3 j 

64 i 

75 I 75 i 86 | 75 26 

30 jSS. 

* 1 1 11 ■' n i 

j J £ IJ, / 1 *4 - 

V '' . 


AHACKS 



, MOure [EffecfcRestore HPiBask Heal:20)] (HjOirap >.x:yi 

- 7 

| f^ectd^rDiect] 

* " V 1 




CLAN ARC HIM 

L iv i E j 

- 


Nature Q Type Melee 



Flying 


£7 


W 


Intelligence 




Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

|—||- —^ «- •— ■ k —- M — 1 

None 


Nature 

Support Ability: 

Intelligence 


i r_ ; _ 



FlyiriL 7 


WEA KN £.5 

S RESISTANCE STATUS RES SIGHT 


None 4 


LEVEL HP 

SIR 

MGK 

STM MND SPD ATK M-ATK DEF M-DEF 

ATKSPD MV 

372 

77 

[ 81 ] 

65 65 65 19 30 16 36 

| 37 1 0.714 ] 




AHACKS 

-■ -Y" ; ■ z - \ ?-% 




iFjFsre |Damage:10] <F)Firaga [Damage:501 

1 

-1-1 


LEVEl HP 

SIR 

MGK STM MND SPD ATK M-ATK DEF 

M-OEF Al 

fKSPD MV 

9 334 | 

64 

94 75 75 75 26 43 28 

^38 [ 

37 0.714 



ATTACKS 





(E)Stone .Damage 10] <FjFiraga [Damage;5Q] 





a* 


Nature 


Heolins Step 



LEVEL HP SIR MGK STM 

7 339 56 


■\ x T r t 

,_j_ x JQ Tkir J. 

i 1HA1J 


lype Melee 

Flying 

WEAKNESS 

RESISTANCE 

STATUS RE5 SIGHT 


— 

None [ 5 



65 , 65 74 65 


19 


26 


33 


12 0.714 


If 


Nature | | Type Ranged Flying 

Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

None 3,5 


Auto-Resen 


AHACKS 

LEVEL HP SIR MCK STM MND SPD ATK 

M-ATK DEF 

M-DEF ATKSPD MV 

iHjCore [Effect:Restore HPjBasic Heai:20)j (HjCuraga (Effed:Reslore HPiBssic Heal:30)] 

| 11 | 448 J 85 | 85 | 97 | 61 | 97 j 41 

! 26 ' 42 | 

27 | 63 1 0.714 1 

| iNiPmtertp [EffectiProtectl j j 

ATTACKS 




jS'rAtiack [Damage:!Oj iSiRoundhouse [Damage:50] [HJOiakra [Effect:HP Restore!Basic Heal:80 G Status 

Restore] 


•*¥» 






















































































































































































































































































































































































1 




. - £ 





2 .5 



Type 


Melee 



Flying 


LEVEL HP SIR 

357 :! 


WEAKNESS RESISTANCE STATUS RES SIGHT 

None 4 

STM MND SPD AIK M-ATK DEF IVHDEf ATKSPD MV 


S5 


78 107 41 

ATTACKS 


28 


36 


34 


63 0.714 


i Bows [Damaged] fNISJiadowfcimf [EffecUnimobilize] iNISharpshol [Eff«i:Sfeady Sholl 



Nature 



Type 



Ranged Flying 


Support Ability; WEAKNESS "RESISTANCE STATUS RES SIGHT 

Intelligence 

None 3,5 


LEVEL HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 


| 440 

| 80 

so ! 

1 91 ] 

72 

91 J 
... .. . 

40 | 

| 25 | 


40 


26 


63 0.714 


y:- 


{S)Attack [Damage:! 0] (S)Rouncfhoise [DamageSOj (H)Chakra [Effect:HP Reston^Basic Heal:80) & Status 

Restore] 


> i 


rLl I i 



Nature 



Type 


Raneed 


Flying 


Support Ability: weakness resistance status res sight 

will of steel I .. 


None 


3.5 


LEVEL HP STR MGK STM MND SPD ATK 

jl-ATK DEF M-DEF ATKSPD MV 

10 440 91 69 IOO 69 80 42 

27 | 43 J 29 [ 62 10.714 j 

(djE f S| ATTACKS 


(S)Attack [Damage; 10] |N)Rend Power [SfecfcSli O.Sxj 

INlRend Magick [EffedrMgk o.5xl 



Mature 


Type 


Melee 



Flying 


Support Ability: WEAKNESS RESISTANCE . SfAtUS RES SIGHT 

Rush j 

(xlTl) ! - None ;i 4 


459 

98 

[ ~7T | 

r 97 

75 

: 99 

44 j 

27 [ 


51 


36 


37 0,846 


ATTACKS 


(S)Axes [Damage: 10i (SlTomahawk [Damagp:20x2J I'SIBoomerang IQamage;20x2; 



Nature |-1 Type Melee Ranged Flying 

Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

None 

None 3.5 


LEVEL HP 

STR 

MGK 

STM 

MND 

SPD 

ATK 

M-ATK ( 

DEF 

M-DEF ATKSPD MV 

| 9 | 592 | 

85 

65 

85 

65 

76 

21 

16 

21 

T6 j - 1 0.834 1 






ATTACKS 









None 






Nature 

Support 


Type 


Melee Ranged Flying 


LEVEL HP STR MGK STM MND SPD ATK 


WEAKNESS 

RESISTANCE STATUS RES 

SIGHT 

— 

-- 

None 

3.5 


Hi 


"an 


. 

y 


M-ATK DEF M-DEF ATKSPD MV 

0 I 80 80 80 80 20 20 20 20 - 1 0 . 714 


_ 





Nature □ Type Melee Ranged Flying 1 
Support Ability: resistance status res _sgi 

None ■ 


Jon; 


LEVEL HP STR 

11 598 55 


MCK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD 

85 [ 85 | 85 J 85 | 21 | 21 [ 21 [ 2T [ - ] 

ATTACKS 

None 




Nature 


I 


Type 

Melee Ranged Flying 


11 598 8! 


MND S 

WwMMfcMi 


WEAKNESS RESISTANCE 

STATUS RES 

.. 

- 

None 


85 85 


85 


85 


21 


I ^ 


21 


3.5 


“ i 0.7 


ATTACKS 


None 


1 V 



Nature 



Ranged 


Flying 


Support Ability: WEAKNESS; RESISTANCE STATUS RES SI 

Raid " . ”” 

None 3.5 


. . 


level 

HP STR 

MGK STM MND 

SPD 

ATK M-ATK 

DEF 

1 10 j 

440 , 123 

69 [ 71 j 69 j 

30 

60 | 32 j 

44 


35 


62 0.714 


ATTACKS 


(S)AHad( [Damage: 1 Q| (SJRush [Damage:70j (SiQIpple [Damage:20/Effed:!mmabilize] 



Nature 


Type 



Fly ins> 


Raid 


WEAKNESS 

RESISTANCE 

STATUS RES 

SIGHT 

“ -,-ruM . — - . ■ — — ■ - 

— 

None 

3.5 


10 440 123 69 


71 


69 


_ ., 


80 6Q | 

ATTACKS 


32 


44 


35 


WSNS«E£- - 


SiAttack Damage:10| fS)Rush ;Damage:70I ISiCripple [Damaged EffectilmmobIBzeJ 


62 0.712 

mat 


wnpi? a \ttvp c 
* UKen11 i\vjr 3 



ee 



Nature Q Type Mel 

Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

! Rejuvenate 

_,, | ' (x12) , 0 1x0.75) None a 

LEVEL HP STR MGK STM MND SPD ATK M-ATK DEF. M-DEF ATKSPD MV 

_|5j_3B5jj05 | 89 | 105 | 89 | 134 | 56 | 37 f48|4^ ^^|R7T4l 

ATTACKS 


(S)8ow5 [Damage;6] (NlShadowbind [Effet:lmrm)bilize| (N)Siiarpshnt l£ffect.Steady Sholj (NlCamouflage 

[Effect Invisible] 


ATTACKS 











































































































































































































































































































































































































































II 


I I ? 


w 


- 







PART 4 ’ Data 











^ *iV: I WM 




Nature Type 



Ranged 


Flying 



Support Ability! 

Raid 


•-_■*' — — «■_ 


WEAKNESS RESISTANCE STATUS RES SIGHT 


480 


165 89 93 


89 




105 71 

ATTACKS 


— 

None 

■ 3.5 

M-ATK DEF 

M-DEF ATKSPD MV 

J 37 j 50 

. 

1 40 | 63 j 0.7141 




;• Attack iDaniagelOl (S)Rush (DamageJOS iS^Cripple pamage:20'Effed:!nimoWlis] (N)Riot |£ffed:6erserKj 



r YPF rTA \'T A P P HF R 

r\ a j el j. j_ \ \ j_ j \ j\v^,. i 11 yi\ 


H 

ji, 

Nature (3 Type Melee KsclifSl! 

Flyius 

J 



Rejuvenate 


WEAKNESS 

ajfJJ r - ■ - C fcfPui t'.f *=_- _ if » p ■ . - ■ * ■ 

RESISTANCE STATUS RES 

SIGHT 

6 ( x1 -2) 

0 lx0 - 751 
- 

ii i r nf rvrr 

None 

k < nrc ATt 

4 > 

■con m/ 


15 385 105 89 j 105 89 134 56 


37 


48 


44 


64 0714 


i * -i-* .»/ •* * - - • - - - 


ATTACKS 




i SI Bows [Dam age: 6; (NlShadowb'ind [Effect: Immobilize', (N)Sharpshot [Effect: Steady Shot] 'M Camouflage 

jEffect: Invisible: 


» ^ 

1 1 

* 

j 

[ V 

E Sj 

KY] 

PIRATE 


V Nature 


Type 

B 3 ud * fT ■ 

| Ranged Flying 


' WEAKNESS RESISTANCE STATUS RES SIGHT. 




: Raid T 

— 

None 

3,5 

LEVEL HP 

STR 

MGK STM MND SPD ATK 

M-ATK DEF 

M-DEF ATKSPD MV 

: 12 j 456 

140 

77 j 80 1 77 T 90 | 65 1 

34 | 47_| 

[ 37_|_f 

a 10.714; 


-y-- - 

ATTACKS 




1 (S)Attack [Damage:! 01 (S)Rush [Damage 701 ©Cripple [Damage: 

20 Effect Immobilize iNJRtot [EfeitBerserkl 



Nature O Type 



Flvim 


Rejuvenate 


14 j 378 i 100 B5 100 ' 85 


- i te-fer- 




127 55 

ATTACKS 


; RESISTANCE 

STATUS RES 

SIGHT 

(3 (*0-751 1 

None 

4 

M-ATK DEF 

M-DEF AJKSPD MV 

[ 36 | 47 

43 64 10.714[ 


(5)Bows [Damaged] HShadowblnd [Effect:lmmob 1 1izej (NJSharpstiol [Effect:Steady Shot] (NjCamoufiage [Effect: 

Invisible] __ 


Nature (3 Type 



Flying 



Support Ability WEAKNESS RESISTANCE STATUS RES SIGHT 

P* t!'' uv s n 3 f ^ 

6W2) |X0.75} None 4 


LEVEL HP . STR MGK STM MND SPD ATK M-ATK DEF M-DEF 

1 85 1 127 I 55 I 36 1 47 1 43 I 64 l a714 l 

ATTACKS 


- e —,—. 


Si Sows [Damage: 6- (N}Sfiadovv b ? nd [Em:'immobilize; (N)Sharpshot [Effecl:Steady Shot] iNiCairtouflage 

[Effect Invisible! _ 



LYACTi 

[NG LOG 

\ T 

| 



Nature 0 

Type j 

Mi 

2 lee 


It.! j' 

Flying 



Support Ability: 

Rejuvenate 


•/EL HP STR MCK STM MND SPD 

-__ ■——— 

14 378 100 85 TOO 85 I 


WEAK-, ESS RESISTANCE 

STATUS RES 

SIGHT 

| 

[g*> 

!■/ 3 ) 

None 

! 4 ! 

S-: 

m-at* 

DEF 

M-DEF ATE 

SPD 

MV 

■# TTP 1 ? ^ w 

ivy -j 

36 

■# — r 

43 64 J 

0.7 U 



SSows[Damaged] (NjSRadovvtJindTEtJect I—:: VCamoufiage 

'Etfec. -. ;: 



Nature 


Type 



Ransed 


Flying 


Support Ability weakness resistance status res sight 

Pain Chain I 

None 3.5 


i LEVEL HP STR 

MCK STM MND 

SPD ATK M-ATK DEF M-DEF. ATK5PD MV 

| 14 | 453 ) 99 j 

99 85 85 

132 S4 J 39 39 33 | 64 j 0-834 [ 


— a - - ■ * m - 1—? — -r-- 

ATTACKS 

(NiAttack [Damage: 10] ©Kalon (Damage 20 EffechConfuse; (SjSuifon [Damage:20 Effect-Silence] *;5iRaijin 

IDamage:20/Effect:Siowl _j 





w*l ' !■ m- w - V ■ «■ T—■—| W <t 

■ mV , ■ jf ^ 9 ,r ■ 1 m 

r 1 Jlvi j 1 I ‘ 

Ilf TT\TF M A CIV 1 

UL I iiUJLi 7 



ItMVUll. MJjSTm Mrltltt 

liurUlH 1 11 ■-% 

Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

l w 

Tongueiwislei 

None 1 4 

LEVEL HP STR 

MCK STM MND SPD ATK M-ATK DEF 

M-DEF ATKSPD MV 

[ 14 1 378 1 84 

| 121 j 84 | 116 j 100 | 3fi | 60 | 36 

39 37 10.714 


ATTACKS 


[LjLigfening [Damage; 10] (BHmgs [Damage:50] (NlSiOWga [Effect:Si0v7 iNiHastega [Effect: Haste. 




^ pA( vry 

Gj r v/wi i x 

C rrt 7 

I 1 A.; \ | G 


1 

A 

Nature 

_ _ _. ■ pit* _ 

Type 

jZj ”i £j- 9 

1 f 3 g a C C 

Flving 

*■ w, 



Healing step 


LEVEL HP STR MCK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

13 i 381 | 80 | 1DQ | 95 | 110 | 95 | 35 j 

. 


:>/ 


1 T 


I-' 

U- i I “ 


ATTACKS 



iHiCuis jEfiecURestore HPiBaslt Heai;2C HiC-rap ,E!?3C Restore - ; Basic Hs 8' '• : ;tfed 

Protect] [NIShellga [EftecHSheUj 


HULOUS MECHANIST 


Nature (3 TVP* Melee 



FI ulna 

I IV I! 


wm l 

Kw__ jt_ 

; Support Ability: WEAKNESS RESISTANCE 

STATUS RES SIGHT 


Haivkeye 

None 4 

LEVEL HP STR 

MGK STM MND SPD ATK M-ATK DEF 

M-DEF ATKSPD MV 

[ 13 | 451 ] 109 | 

95 [ 81 | 81 | 109 | 57 j 38 | 47 

38 37 0.714 

f . .A YA : . : : - . - -~ 7 . 

ATTACKS 


iSiGuns [Dam 5 ge: 8 ] (FiFiraga Shot [Damage:50] 7/JSiizzago Shot [Damage:501 (L)Tfoundaga [Daniage:50i | 


t%_— X tl.jJ 1 J—rf v—y t ■ x 


vj >3 

1 , v, Nature 1 J Type 

I 

Vlelee 

Ranged Flying 



Support Ability; Bleakness resistance, status res sight 

Gallantry 

- - All 3.5 




LEVEL HP STR 

MGK STM MND 

SFD 

ATX M-ATK 

DEF 

M-DEF ATKSPD 


| 15 | 1600 | IzTf 

120 j 285 | 283 

69 

60 j 45 

| TOTj 

[ 85 1 62 \ 

0-714 



AHACKS 




J (5)Attack [Damage 10 (S 

jv/ings of Judgment ;Dam-3ge:50 btfect-Kriockback (N}Mighty Attack lEffect Str S Mgk 

1.2x] (SJDram [Damage :50' EffeclLeech] 






























































































































































































































































































































































































































































































X 








l a m 


' 






Nature 


elee 


ii&ed 


Flying 


Support Ability! WEAKNESS RESISTANCE STATUS RES SIGHT 

Rush : j j Confuse 

Stop,. Disable 


LEVEL HP SIR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

[ 124 j 137 | 59 j 42 ] 54 | 49 \ 31 [ 0.846 j 

ATTACKS 





(Nj Attack [Damage; 10 EffectiPoLsonl (SjDaggerplay [DamageSO] iNlRend Power [Effect;Str 0.5x1 NJRend 

Magidt [Effect :Mgk 0.5x] ____ 



i^TT OT 


Nature ^ 


Type 


L, f 


IV 


Ui k 


.Jlvl L lNiL 



Ranged 


Slipped Ability: WEAKNESS R ESIST ANCE .status res 

Will of Steel 

0(x1.l) j 


None 


3.5 


LEVEL 

HP 

STR 

MGK 

STM 

MND 

SPD 

ATK 

M-ATK 

DEF 

M-DEF 

ATKSPD 

& | 1 

f~17 j 

496 

133 

107 

146 

97 

j 120 j 

| 73 1 

| 46 

63 

42 

| B 1 

1 


ATTACKS 


Si Attack [Damage;! 0| (NjRend Power |Eftect:Str 0.5x] -NsRend Magidt [Effect.Mgk 0.5x] (IM)Rend Speed [Eft 

Spd 0.5x] 





PART 4: 

Data 



I 




r— i. —- 

. _1 


,7 








Nature 


Ranged 


Flying 


•Ti/iky: WEAKNESS RESISTANCE STATUS RES SIGHT 

Valor Poison, Confuse, 

Stop, DisabEr 


3,5 


LEVEL HP STR .MGK STM MND SPD ATK M-ATK DEE M-DEF i 

" 45 


16 


736 150 125 120 110 110 : 7 

ATTACKS 


46 


j/ 


31 0.714 




(N)Attack [Damage: 10/Effed:Poi$on] (S)Spin Attack [Damage; 5 Gj (H)Pation fETfectiReslore 25% Max HP{ 

(HiRemedy [EffecTStatUS Restore] 



Nature ^ Typ* 


Melee 



Plump 


Intelligence 


17 747 115 157 


WEAKNESS 

RESISTANCE 

STATUS RES SIG H I 


— 

— 


Poison, Corpse, 

3.5 

Disable , 

SPD 

ATK 

M-ATK 

DEF 

M-DEF ATKSPD MV 

115 

58 

49 [ 

55 

| 53 J 31 [ 0.714 1 


ATTACKS 


^ » iV- i- 




(SJDiscs jDairage:10] fN)5lowga [EifettSmvi P.iKastega ;Effect:Haste; ”>5!eepga [EffecLSleepj 



jL -J 





jl Jt 

M 

Nature 1 J Type 

E!1 

| Ranged Flying 


Support Ability: WEAKNESS RESISTANCE STATUS RE5 SIGHT.. 

Auto-Resen 


0 1*1-1 


None 


3.5 


LEVEL HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 


40 


58 


37 


64 0.714 


16 488 110 [ 120 : 127 76_ J32 57 

^__ 

6) Attack ]Damage:l 0] {SiRonndhQUse[Damage:50] (HJQiakra [Effect:HP RestorefBasic Heal :80) 0 Status 

Restore] (N) Focus [Effect :Fckus| _ 



Natui 


re 


$ 


Type 


C J |.) 


Melee 


Ranged 


G 

& 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

I Lifeshieid m _ 

3.5 



LEVEL 

HP STR 

MCK STM f 

ANO SPD ATK M-ATK DEF M-DEF ATKSPD MV 

| 16 

| 585 | 128 j 

92 1 128 

110 72 62 38 62 42 63 0.714 




ATTACKS 

| (5}Attadt [Damag^l0[ 

3j ma g e ;20-20-3C N '.V3>cry EnecuDiWoie; tN-Frer.stlc Sage 'eircc-Sy 
1.3x & Stm0.9xl | 


Nature Q 


Melee 


Ranged 


Flying 



Support Ability: WEAKNESS RESISTANCE STATUS. RES SIGHT 

Rejuvenate . _ 

A 1x1.21 Q (xO.75) None 3.5 


LEVEL HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD 

1 17 [ 4% | 97 [ 97 | 115 [ 115 | 16 6 | 64 | 44 | 50 j 50 | 65 [ 0.7M 

I (^)Aitaric [rtamagp-uij (FjFirp SwnrH [fiamageiSQ] IWIBIlzzard Sword [Damage:501 (L)Lightning Sword 

|Damage:50i 


I 11 I 1 

L 1—. 





♦. Nature 

□ 

Type Melee j 


BB9IM 

Flying 





Support Ability: WBWCNESS RESISTANCE STATUS RES SIGHT 

Hawkeys I j f I 

None 4 


LEVEL HP STR MGK STM MND SPD ATK M-ATK DEE M-DEF ATKSPD MV_ 

I 18 I 486 1 139 | 120 ] 101 | 101 | 144 | 74 | 50 | 47 j 47 J 12 [0.714 

ATTACKS 

1 Jf. ■ ; I- - r i V I . Tit*"' -3 *- “■* “ JJk " ” " ~ " 

{NiGuns .Damage;B Effect;Confiise] .RRraga Shot [DamageiSO] IWBlizzaga Shot [Damaged] (UThundaga 

Shot ;Damage:5G| ©Startega Shot [Damage:50] 


U 1 14 H \j 

/ X”TT T 1 T~ 
( \ l . II | 

R \ i i 

Nature ^ T 

ype ^ 

rtelee 

Ranged Flying 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 


Valor 


(3 IxO.S) 


None 


LEVEL HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

18 [ 522 j 152 [ 101 j 139 j 101 | 120 1 78 j 45 j 70 | 49 | 63 |p.714j 

ATTACKS 


©Attack |Damage: 10] (W!Whirlwind Slash IDamage:5G] (W)Lunge jDamage:50j (N 1 Focus ]Effed:Focus] 

Hjlnnef Peace [EffectStatus Restore & Regen] 





Nature 


Type Melee Ranged Flying 

Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

Haw keye 

None 4 


LEVEL HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

1 17 | 453 ] 97 T 134 | 96 | 133 j 120 1 64 | 53 | 60 [ 57 | 12 1 0.714 


(N)Gures [Damaged Effed:Confuse[ (RFiraga Shot IDamageSO! (VViBUzzaga Shot [DamageSO] (L) TTiundaga 

Shot [Damagp:50j 

































































































































































































































































































































































































PART 4 ' Data 




Nature 


Type 


ftlclCt: 


Ranged 


Flying 



VGK 


5/ 


133 





ATTACKS 


m f^c'Za-aet-lD: iNHmmobillze*^ [EJfectrlmmobilize] (N) Mighty Guard [Effed:Barrier] (S)Scourge 

IDamase jo- Effect:Poison! 


Nature 


&> 


Type 


Melee 



Flying 


WEAKNESS RESISTANCE STATUS RES SIGHT 



^ 1x075,1 None 3.5 


w 

SPD ATK M-ATK DEF M-DEF ATKSPD MV 

LEVEL 

HP STR 

VI . ^bT 44^ "I 63 | 41 1 0,996 

| 18 | 

383 100 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

Intelligence ^ * 

Oct *2) Q 1x0.75) 


None 


SIR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 


120 45 

LCKS 


78 


50 


71 


37 0714 


(IV)Blizzard [Damage:10| (BFiraga [Damaged (N)Bio [EffectFoisonl (NlFiraga [EffectiBiindj (NISIeepga 

[Effect Sleepl 


( \f 




VI 1 V * 





Nature I | Type Ranged Flying | 

Support Ability: WEAKNESS RESISTANCE STATUS RES 51GHT__: 

Q (xO.9) None 35 


Pain Chain 


MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV. 

105 I 105 | 167 I 61 j 46 |62 } 50 | 65 10-834 


ATTACKS 


D S)Katon lDamage:20 Effect:Confuse] (SlSuiton [Damag£:20'EffechSilenee; S' 
I Dama&e20.'' Effect Sow] (S)Dolon [Damage: 20/Effects :Bimd]_ 




Nature 

Support Ability: 

Auto-Re^en 


Type 



Fivins 



Ranged 

WEAKNESS RESISTANCE STATUS RES SIGHT 

(^(xQ.9) None 3.5 

SPD ATK M 

139 70 


Nature 


6 


Type Melee 


Ranged 


Flying 


” J 

Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

, j " - j. 

(^(x0.9) None 3.5 

LEVEL HP STR 

MGK STM [ MND piPD ATK M-ATK DEF M-DEF ATKSPD MV 

20 540 166 

109 | 151 | 109 [ 130 I 81 | 47 | 73 | 51 | 64 1 0.714 

f — - ' ' ATTACKS „ , s 

1 isiAttack [Damage: 1 0] (W)Whlrlwind Slash [Damage:501 [W) Lunge [Damage;501 (N)Rxijs [Effect RjclisI 1 


i.Hllmer Peace [Effect:Status Restore & Reger) 


T~< -j- ry t 



" jH i Nature | I 

Type Melee 

Ranged Flying 


Support Ability- WEAKNESS RESISTANCE STATUS RES SIGHT 


Hawkeye 


None 


LEVEL HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 


13 471 105 146 104 145 


130 66 

ATTACKS 


56 


bZ 


60 


12 0714 


1 


iM)Guns [Dsmsge:8 EffechConhise] <F|Firaga Shot iDamagetSO] (V7iB3izzaga Snot [Damage:501 ^miundaga 

Shot [Damage:50] (E)$toneg? Shot [DamageiSO] 


M-ATK 

DEF 

M-DEF 

ATKSPD 

MV 


IVa \ - ■*— 




| 45 | 

70 

i - 

64 

0.734 : 

* ' ( Nature | 

=□ 

| Type M 

lelee Ranged 

Flying 


SLY.}' 


ATTACKS . 

10] (^Roundhouse [DamageSO] (H}Oiakra [Effed:HP ResloretBasic HealiBO) 8 Status 
Restore] (N)Focus |Effed:Focusl (S)FarFist IDamage:50]_ 






VENTURESDIS 



Nature 


£> 


Type 


Melee 


Ranged 


Flying 


LEVEL HP 

19 531 


STS MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 


125 106 149 145 105 71 

ATTACKS 


46 


67 66 


0.996 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

qrt!r ' _ (3 (X0.9) i None 3-5 


|S)Attack [Field/Danage:10] (N)tmmaMizega lEffecLImmobilizel (N)Mighty Guard [Effect:Barrier] (SJScoutge 

|Damage:30/ EffecL-ft&onl -NiMlghty Attack [EffecPStr a Mgk 1.2xj 


mmam hw 


MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

101 87 45 52 49 63 [0.714 


107 


ATTACKS 


-- 77 -id SiRush ;Damage:70] iSiCripple ]Darnage:20'EffecUmmobllizej (N)Rlol [EffectflerserA; 

(RBadcrteft [Damage: 1 0 O.'EtfectrDeplete HP 25%1 _____ 





Nature 



Typ 


Melee 



Flying 


Nature 


Type 


Mppp 



- : 
t _L 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

■ ' Q lxl.2) 6 txO 75: None 5 

MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV, 

151 125 


Flying 

STATUS RES SIGHT 


! 25 


46 


71 


51 


77 


12 0714 


ATTACKS 

HPjBask: Heal:20)l (H)Cuiaga (EffechRestore HP(Bastc Hea!:8G)j (N)Protectga [Effect: 
Plrtecfl WShdlp IBfect:Shdl] (H)Esunaga lEffetStalus Restore] __ 



^ Intelligence j 1 J 

Poison, Sleep, 
Confuse, Disable 

3.5 

LEVEL HP 

STR MGK STM MND SPD ATK M-ATK DEF 

M-DEF ATKSPD 

MV 

| 20 | 730 ] 

130 | 182 j 12§ ] 165 | 135 \ 72 j 65 j 68 

| 65 | 15 

[ 0.714 

■— r-'— ~ — 1 

ATTACKS 


_ _ _ 

(SVDIscs IDamaae: 10; (NiSiowga [EffectzSlo 1 //] (NjHastega iEffecUHaste 1 (MiSleepga [Effect Sleep! iN'iConfusege 

1 Effect: Confuse! 








7' ' 






















































































































































































































































































































































































































PART 4: 

Data 



R\ 


1 JL 



Nature 


Type 



Ranged 


WEAKNESS 

RESISTANCE 

STATUS RES 

SIGHT 



Poison, Sleep, 

1 Confuse, Stop, Disable] 

3.5 


L 


176 143 140 125 T3Q 74 

ATTACKS 


50 


71 


55 


31 0714 


^Attack [Damage: 10-BfectPdison] ISiSpin Attack [Damage:50] HjPotton pertRestore 25% Max HP] 



Nature 



Ranged Flying 


Rush 


[WEAKNESS RESISTANCE 

; STATUS RES SIGHT 

— 

! Sleep, Confuse, i 1 

Stop, Disable 


19 719 139 I 125 : 125 144 165 

1 


64 

ATTACKS 


46 


67 


60 


32 0846 


\] Attach [Damage: 



)U 


Magick [Effect :Mgk 0.5x] (NfJRend Armor ]EfM:5tm 0.5x* 


fMJRend 



RXK 

L-1VJ 

L-74-1 

1 t J. T 1. 1 

| "TTJ \ T \ 



Nature i 

r 


Type 

Melee 

Ranged Flying 


Valor 


WEAKNESS 

RESISTANCE STATUS RES SIGHT 

— 

0 {^0.9} 

None 

3.5 


LE VEL! ■HR j STR MCK STM MNP $ 90 | AIK t M-ATK I DEF M-DEF ATKSPD MV_ 


20 540 166 109 151 109 130 31 


47 


73 


51 


64 ( 0714 


ATTACKS 


{S)Atiack [Damage: 10] iWj Whirlwind Slash [Damage:50; (VViLunge [Damaged] (NIFocus [effectftKusj 


h 


I jZ,A 


\ 



Nature 


Hawkeye 


Type Melee 


Ranged 


Flying 


WEAKNESS 

RESISTANCE STATUS RESnMCHT 1 


None 4 


{[LEVEL HP STR MGK STM MMD SPD 

ATK M-ATK DEF M-DEF ATKSPD MV 

19 471 10b . 146 104 145 130 

G6 56 62 60 

12 0.714 

ATTACKS 


(N)Guns [Damaged EffectConfuse] iRFrraga Shot [Damage 50* WiBliizaga Shot [Damage 50[ UTbirndaga 
] Shot [Damage: 5 01 fEJStonega Shat [Damage:50] J 


L 


RAZ (\t 


\ L 



Nature 

Support Ability: 

Rush 


Type Melee Ranged Flying 


LEVEL KPTsTR i MGK , STM 


19 531 


12 


106 149 


145 


WEAKNESS RESISTANCE STATUS RES 


1 0(xO.75) 

None 


3.5 


MNP SPD ATK M-A ITCi DEF I M-DE F ATK5RD MV 


71 


46 


67 


66 


41 0.996 


ATTACKS 




ter] (S)Scojrge 


1.2x1 


5 A OAiVLXAlS 



Nature 


Type 


Melee 


Ranged 


Flying 


Support Ability: weakness resistance _statu$ RES SIGHT 

Poison, Sleep, 


Psid 


I Confuse, Stop Disable 


3.5 


21 

1173 235 

1 12 

^ 179 

J 149 | 111 | 98 | 48 j 84 | 57 | 63 j0.714] 

>-- 




ATTACKS 

, l . K ■ 

\N)n 

rtar* Oarra'-if 5 

. -u\n, w 

3[ i'. Wild Swfn 

J r v 

Berstfjk: 

g [Demage:50] (SjDrein [Damage :5 D/Effect:Leech] (NJBerserfc [Effect: 1 
(hflBad Breath [Effect:Any Status Ailment] | 


■-*' * p a 



Nature 



Ranged 




STATUS RES 


SI 


LEVEL HP STR MGK STM 

21 I 1173 I 235 112 i 179 



Poison, Sleep, 
Confuse, Slop. Disable 



: : 


AIK I M-ATK DEF M-DEF ATKSPD _ MV 

98 I 48 I 84 ! 57 63 r - 




(N) Attack [Damage:! 0] f'NjVVild Swing [Damage 50; (Strain [Damaged Effect'Leech] fN) Berserk [Effect 
__ Berserk? (N)Bad Breath JEffedJVny 51a dis Ailment] 



W I K 
Xvllv, 


J 



Nature 


Valor 


6 


Type Melee Ranged 


Flying 



WEAKNESS RESISTANCE STATUS RES 

[ SIGHT V 


" 1x0.9* 

V—^ 

None 

pnOHnanJ 

3.5 


22 | 558 | 179 j 117 | 163 | 1T7 | 140 1 34 


*9 


76 


53 


64 ' 0.714 


ATTACKS 


■ 


(S)Attack ;Damage:iO iWjWhirl'.vird Slash [Damage:50j (Wilting? [Damag&so: iNjFooJS |Effed:Focjs' 

(H) Inner Peace i Effect: Siaius Restore & Resen 


17 T ,4 T __ „ _ 

ELZA (NL.L7 RAT..) 



-MtA A Nature | | Type Melee 

Ranged 

Flying 


Hawkeye 


{WEAKNESS RESISTANCE STATUS RES 

| SIGHT 

L ~ 1 

„ 

None 

A 


LEVEL HP STR MGK STM MND SPD 

ATK M-ATK » DEF M-DEF ATKSPD 

MV 

1 21 1 489 j 113 1 158 j 112 f 157 | 140 

■ i—— 

68 59 64 63 

12 

0.714 

ATTACKS 



VGuns iDamage:8 Effect:Confuse! |F Firaga Shot {DamageSOj |W)8lizzaga Shot [DamsgeSOI (LIThundaga 

Shot [Damage:50] ©Stonega Shot [Damage:50] 


RAZ (NEUTRAL) 



Nature 


Support Ability: 

Rush 


Type 


Melee 


Ranged 


Flying 


@ (*0.751 


LEVELH P STR MGK STM 


21 549 135 114 161 


STATUS RES 

SIGHT 

None 

1_ 

3.5 

M-DEF ATKSPD MV 


157 | 113 73 48 70 69 1 42 1 0.9% 


1 

ATTACKS 


[Damage^O Effect-Poison] iM-MightyAttack[Effect* a Mgk i.Zxi 


J 


J 



Nature Type 


Melee 



Intelligence 






WEAKNESS RESISTANCE STATUS RES 

SIGHT 

— 



Poison, Sleep, 
Confuse, Disable 

3.5 

SPD ATK 

M-ATK 

DEF 

M-DEF ATKSPD MV 

135 62 

55 j 

1 GB j 

| 65 | 15 

| 0714 


ATTACKS 


I (S)Disc [Damage: 10] (N)S!owg 3 [EfTecl:Slow| (NjHastega [EffectHasleJ (N)Sleep>g 3 [Effect :S!eepj (N)Confusega 
I _ [Effect: Contuse] 











































































































































































































































































































































































































































































































































PART 4: Data 



BWAG 1 



Nature 


Type 


Metee 


Ranged 


Flying 




r 


Valoi 

MGK 

ft 

STM MND 

>- 4-4 .... 7 



Poison,. Sleep, 
j Confuse, Stop, Disable 

3.5 

SPD 

ATK 

M-ATK DEF M-DEF ATKSPD 

MVJ 

143 

[ 140 j 125 | 

130 

j 76 

| 50 | 71 | 55 j 31 | 

0.714 


ATTACKS 


V Damage: 10 SfectFlfcon] ISJSpin Attack [Damage-50] iHiPotion [EFect Restore 25° c Max HP] 
(H.iRemetSy ]Effect:5taius Restore] frenetic Rage [EffeaSir 1.3x3 Stm0.9x] 



Nature 


Type 


■EH Range* 3 


a 

t=> 


Support Ability; 

WEAKNESS RESISTANCE STATUS RES SIGHT 

Rush 

j Sleep, Confuse, 

j ” | | Stop, Disable [_j 


— ■ - £. 

HP 

STR 

MGK 

STM 

MND 

SPD 

ATK 

M-ATK 

DEF M-DEF 

ATKSPD MV 


719 | 

137 

125 

125 

144 | 

[ liTj 

54 

46 | 

! 67 

[ 60. | 

32 

l; a 

I 0.346 - 

1 1 




ATTACKS 


- Dsmage:10. Effect POisunj (S)Daggerplay ;Damage:50] iN)Rend Poww [Effed:5h G.5x| (N)Rend 

MagKk [Effect: Mgk 0.5x] l'N)Rend Armor [Efi€Ct:S^rn 0 5xj __ 



Nature 


Type Meiee 


Ranged 


Flying 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

None 


None 


3,5 


i.Aj i .rv . : 


HP STR MCK S TM [MNDTsFO ATK 1 M- ATK DEF M -DEF ATKSPD MV 


544 145 145 145 j 145 145 36 


36 36 


36 


- 


0.714 


ATTACKS 


None 


nu 

Lj \ y 


A (TT 

2 1 1 



Nature i | Type Ranged Flying 

Support Ability: WEAKNESS RESISTANCE _ STAT US RE S 

Intelligence 



6*0-751 « 

Stop, Disable 


LEVEL HP STR MCK SIM. MND SPD ATK MjATK DEF M-DEF ATK5PP MV 


31 1101 237 236 20S 185 185 119 

—-—jJ— 

ATTACKS 


89 


105 


82 


65 0,714 




iSl-Attack ]Damage;IO. Effect:Poison) 1S>Spin Attack iDamage:50] (HlPotion [Effect;Restore 25 °.t Max HP: 
(H)Remedy effectiSlatus Restore] Frenetic Rage [Effect: Str 1 3x & Stm0.9xJ !run Will [Effect:Str 0-9x 8 Stm 1.3xj 


(4 1 



Nature 


valor 


a 


Type Melee 



Flying 


WEAKNESS 

RESISTANCE 

STATUS RES 

SIGHT 

■— 

1 & fltO.75) 

Poison, Sleep, 
Confuse, Disable j 

3.5 

SPD ATK 

M-ATK DEF 

; M-DEF 

ATKSPD 

MV 

180 1 109 1 

87 98 

| 93 j 

32 | 

0,714 


ATTACKS 


iSiDise [Damage: 10| MSIowga [Effect Slav.-. IN Hasltga iEffect:Haste] (NiSleepga |Effect:Sleepi (NiCorfusega 

[Erfect:Confuse] (S)Scourge iDamage:30/EiTect:Poison] 


/ I 



Nature 


Rush 


Type 



Ranged Flying 


30 1090 199 ; 180 180 


WEAKNESS 

RESISTANCE 

STATUS RES 

SIGHT 

-- 

^ 1x0.751 

Sleep. Confuse. 
Stop, Disable 

| 4 

SPD 

ATK 

M-ATK DEF 

M-DEF ATKSPD MV 

251 

109 

75 . 99 

38 67 

j 08-6 ; 




ATTACKS 


i5iAttack [Damage: 10 Effect:Poison] (S)Daggerpiay [Damage:5G] (NiRend Power Effect: StrO.Sx] (N)Rend 
Magiek [Effect:MgkO.5x| (N)Rend Armor JEsfectrStm Q,5xj (NjRend Mind [EfletiiMmd 0.5x; 


* au_ . 

v 



Nature 


Type Melee Ranged Flying 


HP STR MCK STM 


Support Ability: WEAKNESS RESI STANCE I STATUS REST SIGHT 

None 

i - | None 3.5 

( ATK M-A TK l DEF 1 M-DEF e ATKSPD MV 



550 155 155 155 1 55 


155 38 

ATTACKS 


33 


38 


38 


None 



Nature O Type 


Melee 


Ranged Flying 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 


M 


one 


All 


3.5 




HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV T 

30 [2200 I 212 .110 511' SiS 114 103 77 180 154 63 ( 0.714 

ATTACKS 



7 7y 


[Damage 10 SIWings of JudgmoTl [Damage:50 EffectrKnock&ack (MjMrghfy Attack [Effed:Str 8 Mgk > 
S [Drain [Damage:50/Effect:Leech[ (NJFrenelic Rage [ Effect: Str l.3x 9 Stm 0.9x] (N)Bloodied Blade [Effect: j 

Adds Leech effect to attack) 



Nature 




Type 



Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

Lifeshield - 

0 WJ-751 None 3.5 


LEVEL HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV. 

| 31 | 729T 218 1 152 1 218 1 185 I 152 1 114 1 

68 | 114 | 76 | 42 10.7141 

„ <zz - 

ATTACKS 


fFlAttack iTtamapp 1D Fffcrt:S[nwi Pummel :Damase:20-20+30’ 7. «.rcr. lEnrG D e frenetic Rase Effect: 

, « »■ J,—’ —• -- J mJ 

Sir Ox & Sim 0.9xj fr on Will [Effect:SrO,9x S Sim 1 3>; Oc ■ 

Hood [Damage:! 00/Effed:Deplete HP 25%] | 



BEVYN F 

1 1 XL. L 




Nature 1 1 

Type | 

'iSjJ - *1 rfSB 

1 i J _ . ■—l 

| Ranged Flying 


_ri g i r ii~i~Ti^ I” ~ 1 


‘tU.-f-r.-F V jZXT • - 1 - ■ . -V . 

SfGt 


32 



4 

Pain Chain 

.. 

“ 

HP 

STR 

MGK STM MND SPD ATK 

M-ATK 

584 

199 

189 j 157 j 157 | 258 [ 109 [ 

77 | 


„_4 


93 


ATTACKS 


None 


75 


■ 

— 


3.5 




45 0.834 


fN) Attack [Damage: 10] IS,'Katun [D3mage:20 Effect:Confuse[ (£)5uRon [Damage:20, EffecLSifenra} (S)Raijin 
J [Damage:2Q/Effect:Siowl (SjDoton [Da mage:20/Effects :B!ind) (S}Dokunion [Damagg:3Q/Effect: Poison] 
























































































































































































































































































































































































Esl Type Melee ' 

Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

# (XO.75) 


it ntt t 


tsp 


None 


LEVEL HP SIR MGK STM MND SPD ATK M-ATK DEF M : DEF ATKSPD MV 

31 | 507 [ 152 | 18 5 j IBS \ 22S | 185 | 68 

ATTACKS 


106 


76 


117 


13 J 0,714 


(H One ;E*ectJtesioie HP Basic Heal:20j] -HlCuraga [EffectrRestore HPfSasfc Heal:80|] (NJPtotedga jErfeti. 
I Protect] [MSteflgg [Effect:She3t] (H)Esmaga [EflfecEStatus Restore} (NjDjspefga [EffettErase enemy buffs] 



O ULMO U1 



1 

*— J 

P‘1 



Nature ^ 

Type Melee | 

If i 


L •JrS.vT. 

Flying 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

Tonguetwister 

@ 1x0. 


./•j| 


None 


LEVEL HP SIR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

32 | 504 | 156 j 224 | 156 [ 234 | 190 | 69 | 116 | 69 [ 118 | 24 10.714 f 

:■"••• ^ _ at TACKS 

(WJBlizzaid {Damage;! 0/Effect:Si!encef (FiFiraga [Damage:S0] (NjSlowga [EffetLSIowl (NjHastega [Effect; Haste] I 
(N}Rggenga [Effect: Regenj (N)Stopga [Effect :StopI (N)Comet [Damage: 100] I 


Nature 


Type 


Ranged 


Support Ability: WEAKNESS RESISTANCE STATLS RES SIGHT 


r^s Steady Crip 

*W J\ ” t 

None 4 

LEVEL HP STR MGK 5TM MND t SPD ATK M-ATK DEF 

M-DEI 

: ATKSPD MV 

33 521 194 229 181 182 130 128 97 97 

1! _L 1 1 _|_|_ 

97 

~ 67 | - | 

ATTACKS 



IS) Bows [Damaged (NIBIIndlng Arrow -'EffectAdds Blind effect to attack! (NjSleep Airaw:[Effect:Ad<ls Sleep 

effect lo attack] | 



Nature 


Type 


SVlelee 




Support Ability: weakness resistance status res 

Rapid Fire 

None 

LEVEL HP S IR MGK STM MND SPD ATK M-ATK DEF M-DEF A! 

IS 354 319 322 


ran 

«- u -. 


143 108 151 121 


ij vtiins 


— 


ATTACKS 


[Damage 8| Tri-shot iDamage:20x3j (N)Quid(siNer [Effector l.2x{ 




Nature | 1 Type Melee 

Support Ability: WEAKNESS RESISTANCE STATUS RES 


* 



35 


! U. 


(SiSows 


V i LQuiliX - 




—J ]A j 

DOQ I 


5K STM MND SPD ATK M-ATK DEF M-DEF ATKSPD 

| 153 | 122 | 131 | 132 

ATTACKS 


- 

y 


/ U 



'-■c A:„s Contuse effect to attack IS; Barrage (Damage :&x ] 0] (h to 
3 Restore i Basic Heal;8Ql fl Status Restore* 



ivc>e 



Nature 


Ranged Ryin£ 

SuPPOrt Abilit .VEAKNESS RESISTANCE STATUS RES ; 

*““■* I IOmus 


raison, steep, Comise, 

CtjTTJ ir-I-f* 1 '-- 


LEVEL HP STK 


SPD ATK M-ATK DEF M-OEF 


38 1554 ;;. 




tjAttaCK L : c ' Cl: . I \_ 1 r iilr 50 £;l ' k 

Berserk| (N)8ad Braaffi [fetAny 1ft i fftmil Wfttowss ^ iQQ T^rt-r***** 

’or";.: -ffaj jjpj MfM I I B " 




PART 4: 

Data 


N( 



Nature 


None 


Type 




Ranged 


Flying 


WEAKNESS 1 

RESISTANCE 

STATUS RES 

SIGHT 

- 

— 

All 

3,5 ; 


38 2520 200 258 645 643 138 ilO 


04 


231 ) 195 


64 0.714 


. ■ ; *. ■ ;. 


. -CT ■' “ r * ■ - 


ATTACKS 


SiAtisck [Damage 10 (S)Wings of Judgment [Damage:50 Effect Knockbatk (NiMghly Guard [EffectBairferj 

(N)Dark Aura [Damase:80i 


BALTHIE 


Nature 


Type 


Melee 


Ranged 


Flying 


Support Ability: WEAKNESS RESISTANCE i status res sight 



None 

- 

-- 

None 

4 

LEVEL HP STR 

MGK STM MND f 

JPD ATK 

M-ATK DEF 

M-DEF ATKSPD MV 

35 1590 305 

305 404 369 I 

!82 146 

111 | 164 

134 j 41 1 0.714) 


ATTACKS 




S Curs j Da mage; 8] Tri-shot [Da mage: 20x3; (5) Percussive Slug Damage 40. Effect: Knockback: 







A \ \ T*' T 

JE m jl. 1 l _ r 1 M i. 







- v^ 1 

/ Nature 

d3 Type 

M e 1 ee 

Ro n^cQ 

IffP i J- 


Support Abiim WEAKNESS RESISTANCE STATUS RES SIGHT 

OairvcryiiKS 

None 35 



SPD ATK M-A1X DEF M-DEF ATKSPD V, 


a: 


119 


503 


4: 


{SJAttack [Damage; 10) (NJRend Rower [EffectrStr 0.5x] (N)Rend MqgJcfc [Effect :Mgk O.Sx] (N)Rend Speed [EfS 
Sp6 0-5xj (N)Rend Armor [OfeqiStm 0.5x1 (NIRend Mind [Effed^lnd Q5x\ (S)Bead Strike [Damaged 


Tfc. j mr 


1 ^LA aL 



Nature 


Type 





Ranged 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

Va I ur^ 


None 


■5 

3 


LEVEL HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

40 j 740 | 298 ( 189 | 312 j 188 1 190 I 144 I 82 I T41 


IN)Attack [Damage:! 0 Effect: Poison] (5)Diving Slash [Damage:80J iNJFrenetlc Rage [EffechStr \ 3x a Stm C 

Iron vvri I [Effect ;5trO. 9x 8 Stm 13x j Flas h of Steel [Damage: 50j 




































































































































































































































































































































































































































PART 4: Data 



\ 1- 

V |- j 



Mature 


Type 


Melee 


Ranged 


Flying 


Support Ability: weakness resistance status res sight 

Auto-Float A 

■g? fxl.25) None 3.5 



L HP. SIR MGK STM MND SPD ATK M-ATK DEE M-DEE ATKSPD MV 

286 1 230 } 127 | 87 | 141 j 106 | 45 [ 0.834 

ATTACKS 


-"5>: ? -id Damage: 10J (5 Jtimp [Damage: 50] IRFIrebrealji [Damage 30] feVlFrostbreath [Damsge:30] 

(Damage:301 (I 
Status Restore] 


[Damage :3G] It Petrobreetft [Damage:30| iHiDragcnmend [HP Restore ’Basic HeahSO a 


P |7 \\ 

\ I 11 

1 17 Pi A 17 1 \ T 

J_J J J p T 

JL 1_ m JL 1. ^ 

■ >. 1 / A 1 jK T 1 i. 



Flying 


Nature \ _| Type Melee Ranged 

I Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

^ 1x0.75} I I 3.5 


Resist Alt 



STR MGK STM MND SPD ATK. M-ATK DEF M DEF ATKSPD MV 

45 Q.834 


| 680 

[312 

189 

189 

230 j 

230 I 

158 j 

87 [ 


110 


99 


J .J — > l . . r . 


V.-":-. Menage: 1C leech] { 5)Shadows!;]ke [Damage:30 EffectiBIrndi iS}Sn?other5trike [Damage:30 
L : t's SiQiaostlfke "Damag£:30/Effect:Canfuse] 1 5tStiinstrike {Damage:3Q Effect:Slow] [SjPtirge 

[Damage:30, Effect: Erase enemy buffet 



Nature 


Raid 


Type 



elee 


Ranged 


ri\ mi 


LEVEL HP 

39 


WEAKNESS. 

RESISTANCE 

STATUS RES 

SIGH- 

— 

(3 1*1 2) 

None 

3.5 


672 

[ 391 | 

185 

1 210 ; 

185 

1 235 | 

M72 1 

81 1 


124 


94 


67 0,714 


ATTACKS 




(S)Attack [Damage: 10] (SjRush [Damage: 70] SlCrippIe [Da mage;20.' Effect immobilize] {MJRiot [Effect: Berserk] 

IFlBackdtafl [Damage:!00 Effect:Deplete HP 25°bT 



Nature 


CONJURI 


Type 


Melee 


Ranged 


Flying 


Will of Steel 


LEVEL HP 

38 664 


WEAKNESS 

RESISTANCE 

STATUS RES 

SIGHT 

— 

0 (* 1 2) 

None 

3.5 ' 


STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

279 | 181 | 295 { 151 | 230 | 144 

ATTACKS 


80 


145 


93 


67 


0714 

■ 


■■ — — -— E —— 


(SjAtladK DamagtlOl iNiRend Fewer IEffect:Sti O.Sx] iNIRend Magkk [Effect AigkQixj -NJRend Speed [Effect 
Spd 0.5 k (N)Rend Armor [EffecEStni O.Sx| (NIRend Mind [EffecCMnd Q.5x] (HiRrst Aid [EKecfcHP Restore-Basic 

Heat 5 0)J 


WAYVVA R D \\ HITE M A GE 



Nature 


Healing Sfen 



Type Melee 




Ranged 


§ 




WEAKNESS 

RESISTANCE 

STATUS RES 

SIGHT 

— 

— 

None 

3 


JTR MGK STM MND SPD, ATK M-ATK. .DEF M-DEF ATKSPD MV 


.^r uf J 

184 

| 225 | 

::: 

281 

::s 

c : m — 

S 86 

136 


96 


135 


13 0.714 



ATTACKS 


i ~ Effect. Restore HPiBasic Heal 20H iBJCuiaga [EffectRestore HPiBasic Heai:80)l INiProtedga [Effect: 

- ■ - - \ Sreilga ]EffectrSTietl] iHlEsunstga [Effect:Status Restore! (N)Dtspelga [Effectirase enemy buffs] (HjHoly 

[Damage:80j 


A 1 



Nature 


Type 


Melee 


Ranged 


Flying 


Support Ability: WEAKNESS RESISTANCE STATUS RES 

Rejuvenate 

I ^ (xQ.75) j None 





STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

|z20_Lj8lJj20j_l31 | 286 | M5 | 90 | 115 | 105 | 69 10.714 f 

ATTACKS 



Blaus [Damage-el (NJShadowbfnd [Effect:!mmobiilze] (N)5harpshot [Effect: Steady Shot] (NjCamoflauge 
T--:: : .isibfe] (SiBanage [Damaged 10] (HiRemedy [Effed:Status Restore] 




VKr 



Nature 

Support Ability: 

Rush 


Typ< 


Melei 



Flying 





WEAKNESS RESISTANCE STATUS RES SIGHT 

ATK M-ATK DEF M-DEF ATKSPD MV 

0.846 




15-9 

183 J 

266 | 

1 4C 

14:> 

75 

136 

1 9 M 

41 ; 


3te , 5 cc&h&vA ;Damcge:20x2 i iSBoomerang [Damage :20x2j 15* Heave-ho [FffedrAdd 

4 :~t.” . zz- ■ : ea Berser-:] rH-Potion [Effect:Restore 25 c 5'Tax HP] 



Nature I I Type Melee Ranged Flying 
Support Ability: WEAKNESS : RESISTANCE STATUS RES SIGHT 


None 


LEVEE HP STR MGK STM MND SPD ATK M-ATK 

\jD J 1130 j 230 | 230 | 230 | 230 | 230 j 57 | 57 |S7 

_ ATTACKS 

None 


None 


37 


M-DEF ATKSPD: MV 

- 1 0.714 1 


57 





Nature 


Typi 



Ranged 


FI vi ns 


I Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

Gallantry 

None 3.5 


MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 


| 345 ] 

910 

908 

| 274 

173 

| 131 | 


307 267 


69 1314 


ATTACKS 


■S'Attack Damage:! 0 (Sj Wings of Judgment [Daniagt:50. EffetlKnockback (NMighty Attack [Effect:Str & Mgk 

1 2x] {N)Dark Aura [Damage^Q] (KiHolyja [Damage:40x8+70j 


\ a 1! 

we g ’ (■ - -- -• - - --v 












































































































































































































































































































^ * 



PART 4 

Data 




Nature (3 Type 


Melee 


Ranged 



Support At WEAKNESS RESISTANCE 


RES SIGHT 


None 


3.5 


LEVEL HP 


T3« 



162 


STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

289 ::i 251 

307 ■■■ 

i * ■ ■« ♦■ ■ y y T 1 ■»•• t ■“-—»■*- -*- ” —■ m —* m - • i J t -■■‘■Bto-«L_:i ■ a A ■ ■ ■■ a — 


234 276 166 

- -, • ■ 

ATTACKS 


95 

98 


139 
! 143 


122 

125 


69 [0.634 

69 10.834 





; -"■-> Da-=:e:10] N Rend Power [Effects G.5x] (N)Rend Maglcfc [EffecLMgk 0,5x; (N)Rend Speed [Effect: 
Sp: 05x \ Rend Armor [EffectSim 0.5x| iNtRend Mind [E?fect;Mnd 05x] (S)Head Strike [Pamage:5Gj 


IfVlf 


T I7'C 11 


iR 



Hying 


Nature © Type Melee Ranged 

WEAKNESS RESISTANCE STATUS RES SIGHT 

(3 (x 1.21 <J (xO.51 None 3.5 


Valor 


LEVEL HP 

STR 

MGK STM MND SPD 

ATK 

M-ATK 

DEF M-DEF 

ATKSPD 

MV 

43 

767 

317 

201 | 348 | 200 | 202 | 

169 

95 

f 168 104 

66 

0.83^ 

; 44 j 

776 

I 324 1 

205 j 355 J 204 [ 206 | 

171 

96 

169 105 

66 

i 0.834: 

1 46 1 

794 

337 

213 | 369 ] 212 f 214 | 

174 1 

98 

| 173 | 107 

66 

0,834 




ATTACKS 


FA»S©■ i: ©vV .©-©T-*- • - 



(NJAttack [Damage: 10 'Effect:Poisonj iS.Diving Slash iDamage:80] IN Frenetic Rage [Effect:Sir 1 3x 8 Stm 0.9x]] 
[ Iron Will [EffecPStrO, 9x 8 Stm 1.3xj Dash of Steel [Damage: 50] j 


\T 


K x 



Nature 


Tvpe 


Melee 


Ranged 


Hying 


Support Ability; WEAKNESS RESISTANCE STATUS RES . SIGHT 

Auto~F1oat — 

, j O (xO.TS). None 3.5 


LEVEL HP SIR 

| 43 j 744 | 216 

" 752 | 220 
768 |~22^ 
776 


44 

46 

47 


205 


213 


STM MND SPD ATK \ M-ATK DEF M-DEF ATKSPD MV 

144 j 95 j 162 | 117 \ 67 10.834 

| 96 { 163 I 118 1 67 10.834 

307 


201 289 j 289 245 | 

295 295 250 I 145 


307 260 


232 


147 | 98 

217 1 313 1 313 1 265 [ 148 } 99 

ATTACKS 


166 

168 


121 

123 


67 

69 

69 


0,834 

0,834 


* oil ■■■iV Waj 


[$}Attack ;Field Damage: 10[ (S)Jump [Damage:50[ .FiFirebreath [Damage 30] iVvjFroslbreatfc ■D-arnage:30; 
ILiPlasmabreath [Damaged] *E)PetFb breath [Damage ;30] (Hi Dragon mend [HP Restore (Basic HeahSO) & 

Status Restore! 


\ «/ \ i 



Nature 0 Type Melee Ranged 


Hying 


Support Ability; 

Resist All 


WEAKNESS RESISTANCE 

STATUS RES SIGHT 

: 

i 

. ,, —,....cl 

j 

• 

! 

¥ 

4 

l 

} Af! 1 3.5 ; 


44 

46 

47 


712 

723 


340 

35- 


220 

228 


235 

213 


250 250 j 175 

260 178 


260 


100 

302 


132 

134 


116 


6; 


0,834 


t 


736 361 232 217 265 265 180 

ATTACKS 


103 135 


119 

120 


69 0,834 

69 


0,834 




■ T T - W - *r ■ ■* *■ -r-’— - 




i Si Attack [Damage TO (Sittings of Judgment [Damage 50 Effed:Knotkback N/Mighty Attack |Elfect;5tr 8 Mgk 

1.2x[ 'NfDarkAura [Damage:8G| iHiHoEyja [Damaged0x8+701 





Nature 

Support Ability: 

Gallantry 


T Vpe HmJSSSE ^ n § ed Flyin 

WEAKNESS RESISTANCE STATUS RES SIGHT 


All 


35 


LEVEL HP STR- 



SPD ATK M-ATK DEF M : DEF ATKSPD 



48 2920 340 318 8QD 788 158 185 129 \ 300 


rvn ■ _'m m w i 


Z .* ~ % Tr 1 Z : 


ATTACKS 


247 65 Q.7t: 

_!__ J - 

c -■ - - * mtm 2 -wUm 




| (5)Attadc [Damage 10 (S)Wings of Judgment [Damage: SO. Effett:Knockback NJMighty Attack [Effect:Sti 8 M=* 
1 2x] (S: Drain [Damage50 Effectleecd[ {N>Frenetic Rage [Effect:Str 1 3x 8 5;m 0,9x1 (N(Bloodied Blade [Effect 

Adds Leech effect to attack] (NjDark Aura 'Damage:80[ 


s' 


\ 

I I .ttl 



J 


Nature 


Type 


Meiee 


Ranged Flying 


Support Ability: WEAKNESS RESISTANCE S 

TATUS RES SIGHT 

Gallantry 

All 3.5 ' 


52 3080 364 342 860 848 180 191 135 ! 315 


262 


65 : 0.714 






ATTACKS 


(SiAttack [Damage 10 ISlWIngs of Judgment [Damage0 'EffectiKnockback (NIMigtity Attack [£lfect:Str 8 Mgk 
1 2x] iSlDrain (Damage 50 Effect :Le«hj (N) Frenetic Rage [Effect:Str 1.3* 8 Sim 0.9x[ (NiBlocdied Blade [Effect- 

Adds Leech effect to attack] [NjDafk Aura [Damage-801 


I ’ \ 



Nature ^ 


Clairvoyance 


Type Melee 


Ranged 


Hyi 



LEVEL HP 

59 


[ 1342 j 395 | 

265 

395 

f 291 1 

336 

I&S 

L 111 1 


WEAKNESS RESISTANCE STATUS RES SIGHT 

(3 (X1.25J . ^ ixO.Ss 

None 3,5 

SPD ATK M-ATK DEF 

M-D£F ATKSPD MV 


173 


i-r 


72 10.834 




ATTACKS 




6i Attack [Damage; 10] (NS Rend Power j Effect :Str 0.5x] (MRend Magick [Effect ;Mgfc 0.5x} (hflRend Speed 
[Effect: Spd 0.5x[ IN!Rend Amior [Effects tin 0 5x] (NjRend Mind [Effect ;Mnd O.Sx 1 *;S(Head Strike [Damage:50] 









] 1NJ 1 

BIDDEN 




Nature 


Clairvoyance 


Type 


Melee 


Ranged 


Hying 


WEAKNESS RESISTANCE 

STATUS RES SIGHT 

(3 (xl -25:1 ^ !x0.5| 

None 3.5 


58 1334 389 261 389 287 331 : 187 


ATTACKS 


110 172 


146 


72 0.834 


(SjAttack [Damage 10] (NiRend Power [Effect:5tr 0.5x1 (N)Rend Magick [Effect:Mgk 0.5xj (NjRend Speed [Effect 
Spd 0.5x] i IN I Rend Armor [ Effect: Stm O.Sx! (NjRend Mind [EHectiMnd 0.5x] < Si Head Strike 'Damage: 5 0; 



















































































































































































































































































































































PART 4 : Data 










g d m 

{ , [• 

T CT7 Tl 


x 


WING ( 

jf "Tt 1 i \ 

1 ()1|1 

\ c i * ” 

■ o J_^ j JL3 

JL J 




J 4H 



Nature 


Type 


mete 


Rented 



Support Ability: weakness resistance status res sight 

Valor I 

3.5 



HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

1402 1 433 I 261 [ 438 I 260 | 272 1 198 [ 110 | 199 | 125 | 34 [o.854[ 

ATTACKS 






[Oam^e:10/Elfect:Poison] [S)Diving Slash [Damage:80] (N)Frenetic Rag? lEffectrStr 13x a Stm 0.9x1 
fmn Will iEffectrStr0.9x 8 Stm13x] Rash of Steel [Damage:50] 


rvr \ Ri 

I 1 Vi rvi 


ROSSER 



Nature 

Support Ability; 

Auto-Float 


Type 


Melee 


geo 




HP STR MGK STM 

3271 261 389 




mu 

389 


WEAKNESS 

RESISTANCE 

STATUS RES 

SIGHT 

” 


None 

3.5 

SPD ATK 

M-ATK DEF 

M-DEF ATKSPD MV 

320 157 

no 197 

| 147 j 47 [ 0.834 1 




ATTACKS 




. - 


-;■ - eid Darnage;1G| (S)Jump [Damage:50] tFJFlrebreatli [Damage 30’ V/JFrostbresUi [Damage30. 

]Damage:30l (El Retry breath [Da mage: 30] (HIDragonmend [HP Restore I'Baslt Hea3:B0 8 

Status Restore] 


x 


Nature 


Type 


Melee 


Ranged 












Support Ability: 

WEAKNESS 

RESISTANCE 

STATUS RES 

SIGHT 

—■——- — -- 


Resist All 

— 


All 

3.5 

STR 

MGK 

STM MND 5 

■PD ATK 

M-ATK DEF 

M-DEF ATKSPO MV 

| 4 AS 

261 

| 261 | 320 [ 33S | 202 [ 

110 |\155 , 

i 140 i 

17 j 0.834 j 


ATTACKS 




-r.ajc 'Field Damage:! 0’ (S)Shadowstiike [Damage:30;Effecl:Bllnd] 1 StSmotherstrike iDamage:30- 
IraiS lence: 'SiQiaostrike [Damage30 Effect:Confuse[ (S)Stunstrike lDamage.30. Effed:$!ow| SlPurge 

[Damage30 Effect:Erase enemy huffs] 



Nature 


Type Melee 


Ranged 




Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

All 35 


LVUliC 


LEVEL 

HP 

STR 

MGK 

STM MND 

SPD 

ATK 

M-ATK 

DEF 

M-DEF 

ATKSPD 

MV 

60 | 

14240 

600 ! 

600 | 

1 600 

600 | 

333 

150 

150 

150 

150 

— 

■■ 

|~99 | 

, . . _ 

20246 

9S1 

951 

i 951 

951 

617 i 

| 237 j 

237 

237 

I 237 

— 




. 2 " " ' 

ATTACKS 






/ft 

Faithless Cry [Darrsage: 

TOO] 







Nature 



Ranged 


Flying 


Support Abil WEAKNESS RESISTANCE STATUS RES SIGHT 

All 3.5 


u. 1 

M 


jwirfin. i. -w--». . a i. ■. m~» t >i — _-n ...... 

LEVEL HP STR MGK 

STM 

MND SPD 

ATK 

M-ATK 

DEF 

M-DEF ATKSPD MV 

j 58 | 7640 j 504 | 524 \ 

509 

: 524 361 

126 

131 

127 | 

131 | - J - | 

99 ; 10920 832 852 

! c» 

UJ 

{ 852 | 607 J 

i 208 

j 213 

209 

| 213 | - 1 - | 



ATTACKS 





iNJCondemnation [Da mage: 3 0j 




s T OS SEMIS 



Nature 


Type 



Ranged 


lying 


LEVEL HP 

58 7640 


WEAKNESS 

RESISTANCE 

STATUS RES 

SIGHT 

— 

“ 

None 

! 4 | 

i/rnn uir 


99 


_ 


1G92i 




352 


■'3 

832 


"1- 

352 


509 

337 


361 

607 


131 

213 


:2c 

208 


131 

213 


127 

209 


ATTACKS 

—. - - . 


^Consecration [Damage: 100 Effect:Knockback= 



40 

80 


5 


40 


Nature (3 Type Melee Ranged 


flying 


Support Ability: 

WEAKNESS RESISTANCE STATUS RES SIGHT 

i None 

- , None 4 

fit iti r * m bti# nrr ■«- Ji n PX 

1 11 r 


40 

7 


40 

7 


50 

7 


11375 60 


100 


2C 


1834 0.714 


1.25 1.25 


i J 


ATTACKS 


• F Attack [Damage:!5 Effect ;KnockSacKf (S)Swlteiess [Damage:70] \ Haste.: 
Erase enemy buffs] (N)Gravija [Damage:OpponentF HP 50'; N 


[Effect: Haste] (NjDispeJga ]Eftect: 
ing Ray [D-amageBO; 
































































































































































































































































TS 




V L V 


1 V 


A 


I 



a 


C-E 


□ . 


VJn 


Listed iri this section sre stats for the leaders and other units that appear in ail of the hunts posted on Tomaj's notice board, including all Monster Hunts, Sky Pin - 
Hunts, Treasure Hunts and Rare Monster Hunts. Once again, the units are listed according to the chronological order of the missions in which they appear. 


Jk »— 1 1 

iXLfVJ 1 i ,*r ' 

QUESTRIST 

Nature ^ 

I* 

Type Melee Ranged 1 l| 

Support Ability: 

WEAKNESS RESISTANCE STATUS RES SIGHT 

Qairvoyance 

a □ NONE 3.5 


to 450 


91 


-ATK DEF 


69 91 


75 


86 


52 


52 


44 40 


62 0.834 


ATTACKS 



PART 4: 

Data 



S Attack [Damage: 101 ifS Rend Power [Effect Str 0 . 3 xj iNjRend Magkk [Effect:Mgk O.Sxj 


A.JL 



Naturfi % Type Melee Ranged 


Support Ability: weakness resistance status res sight 

Clairvoyance 

— - 3.5 


LEVEL HP SIR MGK STM MND SFD ATK M-ATK DEF M DEF ATKSPD MV 



10 450 91 69 91 




75 85 52 

ATTACKS 


32 


44 


40 


62 0,834 




iSSAttack [DamagerlOj Nlftend Power [EffecUStr 0,5x1 MR end Magick [Effect Mgk 0.5x1 


X 1 


H 


Natun 



Type 


Melee Ranged 


Support Ability; WEAKNESS RESISTANCE STATUS RES : SIGHT 


rrri 


Valoi 


NONE 


V: 


LEVEL 

HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF 

ATKSPD MV 

J 10 

470 100 69 102 68 70 55 32 52 35 

till! -1-! 

62 0.834 

mm 

ATTACKS 



(N)Attack [Damage:! Oj (SlDiving Slash |Darnage:80] sNiFrenetic Rage [ 



Effect:5tr 13x a Stm OJx] 



} 1C 


Nature 



Type Melee Ranged 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

Valor 



LEVEL HP SIR MGK STM MND SPD ATK M-DEF ATKSPD MV 


11 479 106 73 109 72 


74 


56 


33 




54 


56 


62 0.334 


ATTACKS 




iN Attack [Damage:!0] (S)DivingSlash [Damage :50j iNlFrencttc Rage [ Effect :Slr l,3x & Stm 0.9xj 


bit v i 


I IV 



Nature \ 1 Type Ranged Flying 

Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

Autn-Resen , 

{XT1 


□ 


NONE 


3.5 


LEVEL HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

14 472 100 110 115 70 120 55 37 55 35 63 10.714 


ATTACKS 


S Attack 'Damage: 10; SiRoundhouse ]Damage:5Qj (HiOiaKra [Effect:HP Restore (Bask HeaE;80j a 

Status Restore’ (N)i-ocus [EffectiFoois] 


^11^ L 


I _ 


l-r 



Nature %> Type S Ranged 

Support Ability: WEAKNESS RESISTANCE STATUS RES SI! 

I T 

□ □ NONE 3.5 


Will tif Steel 


LEVEL HP SIR MGK STM MND SPD ATK M-ATK.. DEF M-DEF AtkSPO 

I 13 I 464 1 109 1 81 I 119 I 51 1 95 j 57 1 35 [ 56 | 38 | 63 

ATTACKS 


--—-- 


(SjAttack [Damaged 0] N-ftend Power ‘Effect-Str G,5x tv Rend Magick [EffectiMgk 0.5x] (N)Rend S\ 

[Effect:Spd 0.5x| 


WHITE-CLAD SKA 


| > i iJ 


l_ 


J\ 


Nature 



Type 


Melee 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

Healing Step 

CH □ NONE 5 




LEVEL HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 


-—_-■ -■— 


13 381 80 100 95 110 95 




40 


65 


38 


57 


ATTACKS 


|H)Cure [Effect:Restore H Pi Basic Heal:2Gj] TTCuraga [Effect.Restore HPfBasic Heal:80J] INjProtectga 

■Effect:Protect] iNiShellga [Effect:Shell] 


j v 

1L ■_ 


Ji 1 


1 >-\ 


HER 


Sl 

I 


Nature (J Type 


Melee 


Hying 


Support Ability: WEAKNESS RESISTANCE STATUS RES 

fr XJPfJM T I 3 ■KJi i— -— ■ ■ - 

Rejuvenate A _ 

6 (XU) 01X0,75) N0NE 





LEVEL HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 


13 371 95 31 95 31 121 53 


35 


45 


42 


63 0.714 


-i.* 30i *•*»*'- 1 a 




ATTACKS 


piwi ■! | IP1 | ■ | 


-tr-.-* 


1 


f SI Bows [Damaged! (NiShadowbind [Effectdmmobiliie] (NjSIrarpshot [Effect: Steady Shot] 

fNiCamoflauge [Effect;!nvistblej 





■^v 

1 LA r>HUiN j 

rfvp CT7W T 

1)1 13 \ f | * 1^“ 

_ Jl 

\ 


• - 

— 


a- 


Nature 0 Type Melee 


Hying 



Support Ability: WEAKNE5S RESISTANCE STATUS RES SIGHT 

Rejuvenate 1 . 1 — | 1 

©{XI. 2) O (X0.75: 


NONE 


1 LEVEL HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

I 13 | 371 I 95 I 81 I 95 I 81 I 121 | 53 I 35 I 45 I 42 63 10.714 


ATTACKS 




SjBows [Damaged] (NlShadowtiind [Effectilmmobllfze] (N)Sharpshot [Effect: Steady Shot] 

(NjCamoflauge [Effect:Invisible] 


\ \ 


\ > I \ 


% 



Nature (\ Type 


Ranged Flying 


Support Ability; Weakness resistance status res sight 

Rejuvenate 


^ %vvr*v '-~»-phi 


LEVEL HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

19 512 105 105 130 125 




NONE 


3,5 


1 


KS 
181 66 


46 62 


61 


65 0.774 


ATTACKS 




SjAttack [Damage: l0j (F)Fire Sword fDamage:50j (WjBlEzzarti Sword iDamage:50l (UThunder Sword 

[Damage:50l (EtStone Sword ;Damage:501 










































































































































































































































































































































































































mil 1 1 1 H I l 


V T| -]|^ , W " T ■“ Tf TT T f —-v TJ ■ V jf * T 1 

1 ■ i i r j K i i ■ “ i jp , TL- j 'll i -w ■ ■ . 



Nature Q Type Melee § ^ J 

Flying 


Support Ability: WEAKNESS RESISTANCE SIHUSRES SIGHT 

Healing Slep I j . 

O {XI, 2) OiXOJSi 


NONE 


LEVEL HP STR fVIGK STM . 

IE 416 I 


SPD ATK M-ATK DEF M-DEF ATKSPD MV 

100 [ 120 I 120 I 145 ] 120 ] 45 70 1 50 I 76 12 10714 


ATTACKS 


iHjCure [EffectRestore HP(EasicHeat:20)l (HiCuraga [Effect:Restore HP=Basic HeahSOi; (N)Protedga 
[Effect:Protect] (N)Sheliga [Efted:Stidll (HjEsunaga [Effect:Sidkis Restore] 


11 


\ \ 


SOR< 


£ 


Nature %> Type Melee 


Flying 



Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 


rK=SS3k*l 


Tonguetwister 


LEVEL HP 

■ - -»-* 4 - 

18 406 




STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 


100 140 100 145 120 45 


30 


45 


76 


25 0.714 


..iTirry f y?? *..i ^ 


ATTACKS 


ibIIWIHI 


iLjligbtning [Damage: 10 Effect :Slow] (FjFiraga 'Damage:50j (N)Stowga [EffectSlOW* iNiHastega 

[Effect:Hastej (NiRegenga [Effect: Regen] 


/ 


v 



Ri I 

D p A 1 
tvV ij 

% T 
TL . 1 

| ^ ■■ jF 1 T 

i'D J 



Jh. 

Nature 

6 


Type 

Melee 


Flying 



Intellisence 


o 


1X1.2) 


6 


(X0.75) 


NONE 


LEVEL HP STR MCK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

IS 538 100 154 120 125 120 45 73 50 71 37 10714 


: ATTACKS 

■vviBlizzard [Damage: 10- F F^ga [Damaged N Big [EffectPuiscni ^N-Blindga Jffecl:Blind| 

(N)Sleepga [Effect:Sleep] 


jT 

J* Vlvlx L 


| S, w 1 ] 1 . I J TU 




Nature [ 

=□ 

[ Type Melee 



Flying 



Hawkeye 


LEVEL 

HP 

STR 

MGK 

STM MND 

SPD 

ATK 

M-ATK 

19 

493 

145 

125 

110 

105 

145 

[ 76 

r si i 


WEAKNESS 

RESISTANCE 

STATUS RES 1 

SIGHT _i 

□ 

W 1X0.751 

NONE 

4 


57 


56 


12 0714 


ATTACKS 


iNJGuns [DamageiS. Effect:Confiise] (FiFiraga Shot jDamage:50] (WjBItezaga Shot [Damage:50] 
(LlTtiundaga Shot [Damage:5G] (E)5tonega Shot [Damage 50] 



IT i 1 L J—r— kf 

X JL*< L j. i J—X JL Jvljlv 



Nature O 

Type Melee % 

W& flying 


i 

m 

& 

Support Ability: WEAKNESS 

RESISTANCE 

STATUS RES SIGHT 

Heating Step j 

O 1X1.2) 

O i X0.75) 

NONE 5 

LEVEL 

TL4 - j— r ^ V". 

HP STR 

MCK STM MND SPD ATK 

M-ATK DEF 

M-DEF ATKSPD MV 

j 2i y 

437 112 

135 135 163 135 43 

73 | 53 

80 12 0.714 



ATTACKS 



1 (H'Cure [Eftea:Restore HP Basic Heal:20)j :H>Oiraga pffectiRestore HPtSasicHeal:80)i (N)Protectga 
[Effect:Pratett] [NtShellga iEffect:Shell| IHiEsunaga IEffect:Status Restorel 



Nature ^ 
Support Ability: 




LIT l\ l' 1 1 It 

r— \ 

Type j . - | Ranged Flying 

WEAKNESS RESISTANCE 

SfATUSRES SIGHT 

□ □ 

NONE 3.5 


Ufestiield 


LEVEL HP SIR MGK Smmm SPD ATK M-ATK DEF M-DEF ATKSPD MV 

21 633 i 5S 112 163 135 112 79 43 80 53 63 } 0.714 


ATTACKS 


lEiAtiack I Da mage: 10 Effect: Slow] Pummel [Damage:2O+2O+30] Warcry [Effect.Disablel Frenetic Rage 

[Effect :Str ! 3x & Stm 0.9x1 Iron Will jEffecfcStr 0,9x & Sim 13x] 


UNSAY 


i n n | / \ n 

IKruUK 


— —- 


Nature Type 


Ranged 


Flying 



Raid 


WEAKNESS RESISTANCE STATUS RES 

□ 

iI2] 

NONE 


3.5 


LEVEL HP STR MGK STM 

20 



SPD ATK M-ATK DEF M-DEF ATKSPD MV 

520 207 109 116 109 135 91 47 65 SI 64 0.714 


ATTACKS 


• 1 
r_—.-a* p>oi 


iSiAitack [Damage:! 0] iSjRush [Damaged] (S)trippte [Damage:20, Effect immobilize] lN)Riot [Effect: 

Berserk] TlBackdraft [Damage:! 00 EffectrDeplete HP 25 0 c] 




i V 



Nature ^ 


Reiuvenate 




LEVEL HP 


T 


STM 


20 


420 130 109 135 


E L H D ARCH] 

-'jk. * -- 

i _ # j i 

Type Melee 

*; J-'. Flying 

WEAKNESS 

RESISTANCE 

STATUS RES SIGHT 

□ 

n 

a NONE 

,, mi' : 


109 167 72 

__J__L_ 


47 63 

i, t ,t 


57 


65 0.714 


ATTACKS 




(5) Bows [Damaged] |N>Shadowbind [Effect :1m mobilize j :N?Sharpshat [Effect: Steady Shafj 
(N)Camoflauge [Effect:invisible! (SlBarrage [Damage:6xl0] ■:H)Remedy [Effect:Status Restore] 



Nature 


Pain Chain 


Type 


Ranged 


FIvins 


29 


WEAKNESS 

RESISTANCE 

STATUS RES 

SIGHT 

a 

□ 

NONE 

3.5 

SPD ATK 

M-ATK DEF 

M-DEF ATKSPD MV 

237 106 

73 90 

| 72 | 45 j 0.8341 


ATTACKS 


(NLAttack [Damage: 10] SiKaton [Damage:2Q Effects onfuse! (S)Suiton [Damage:2G Effects]fence] 
SiRaijin [Damage70 Effect:Slow: iSiDoton [Damage:20 Effects: Blind! 1S)Dokumon 

[Damage: 30/ Effect :PDlson] 




LOVELORN W/ 

VRMAGE 



Nature ^ Type 

p: Ranged Flying 



28 584 141 


Support Ability: 

Rejuvenate 

WEAKNESS 

RESISTANCE 

STATUS RES 

SIGHT 

LZi 

r™™i 

cn 

NONE 

35 

miiii ■ ——■ ■ ■ ^-^<r 

MGK STM MND SPD ATK M-ATK DEF 

"M-DEF ATKSPD MV 

| 141 | 170 j 180 j 250 | 95 j 

65 87 

90 45 0.774 


ATTACKS 


. * - • 


SjAttack [Damage: 10] [FiFire Sword |Damage:50] iW)BUzzard Sword [Damage:50j (L)TTiiinder Sword 
[Damage:50] (E)Stone Sword [Damage:50[ Mighty Guard [Eff&ct:Sarrierl _j 











































































































































































































































































































































































































































i\ 


\ 




S. ji.l; • 


i teTC - 




; ■*" - - f fc /‘ “r,v 


- _( .. 4_» . 


HI vr- n 


Nature O Type 


Melee 


F! 


Nature ^ 


Type 


Ranged 


Flvins 



Support Ability: weakness resistance status res sight 


- ji*- 


LEVEl HP 

27 525 


STR 

MGK 

STM 

MND 

SPD 

ATK 

M-ATK DEF M-DEF ATKSPD 

] 193 

165 

137 

!37 [ 

193 

103 

71 79 79 39 

^— ----—-..-- - —- 


0.714 


>3 1 

Will of Steel 

□ 

□ 

NONE 

5 

LEVEL HP STR 

MGK STM MND SPD ATK 

M-ATK DEF 

M-DEF 

ATKSPD 

MV 

[ 29 [ 592 | 205 j 

145 | 225 ) 155 j 175 [ill] 

66 | 101 | 

83 

1 43 

0,7 


ATTACKS 


ATTACKS 




N 2 _ 5 D 5 mase :8 Effect :Confuse] (FiFIraga Shot [Damage:50] (WiBlinaga Shot [Damage:5Q] 
L Thunc^^a She: Daniage:50] (E]Stonega Shot :Damage:50j (SJEnergy Slug [Damage: 8 G] 


S Attack |Damage:10l (N:Rend Power [Effect:Slr C. 5 x] [NlRend Magick [EffccCMgk0.5x] iNjRend Sp<= 
E Effect:5pd O.Sxj :N)Rend. Armor [EffectrSim G.5xj jNIRend Mind [Effect:Mud 0.5xj 




y 


TTk TTT 

■ 1 ■ 

1 i 

-T—|- . — , 


m. -r \ 

/“l f 

- [- 


. 11 


■ | ■» 





"TT T* 

T*T| i™’ 1 * 




Ik i 

| nb I 

J 

f 


£ Ji 

11' Jr 



J. _j j 






1_ _ J . 

I 

- JL 




Nature ^ 


Typi 


Mdee Ranged 


Filing 


4 J 

Support Ability: 

WEAKNESS RESISTANCE STATUS RES SIGHT 

An to-Float 

0 (XI .251 a N ONE 3.5 

LEVEE HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

| 29 | 632 1 145 | 

145 220 220 

175 96 66 125 SO 21 0 834 

. 



ATTACKS 

iS Attadt [Field Damage:! Ol ISiJump lDamage:50] iFiFirebreath [Damage:30| (WiFradbreath 
'Damage:30i i.DPIasmabreath [Damage:30] (ElPelrabreath IDamage:30i 


V._^ 

V u p \nr dad 
\ 1 . Ct 1 L r . i K 

r PI K \ '\ T rvn t^n i f 

J i oj\2 \ (NK1 TTR. Al ) J 

if 

Nature ( \ 

Support Ability: 

Resist All 

Type Melee Ranged Flying 

WEAKNESS RESISTANCE STATUS RES SIGHT 

a a ALL 3.5 

LEVEL HP STS 

MGK STM MND 

SPD ATK M-ATK DEF M-DEF ATKSPD MV 

28 584 238 

141 [ 141 | 170 | 

170 | 119 [ 65 [ 89 | 78 j 43 1 0*834 1 



ATTACKS j 

iN'AEiack [Field Damage.iO] (S)Shadowstrike [Damage:30 Effect:B!ind] (SiSmotherstrike [Damage.30 
Effect Silence! (S)Chao 5 trike [D#nage:30 Effect:Confuse] iSiStunstrike [Damage:30 EffecCSIoi-. 

(SiPucge [Damage:30/EffectiRemove Enemy Buffsf 



Nature 

Support Ability: 

Pain Chain 


type 


Flying 


29 553 184 174 


WEAKNESS RESISTANCE 

STATUS RES SIGHT 

□ 

□ 

NONE 

35 1 

SPD ATK 

M-ATK DFF 

M-DEF ATKSPD MV 


[ 145 j 

237 

106 

73 

90 

72 1 

| 45 j 


0.33- 


ATTAC&5 


Ni Attack [Damageiol ISiKaton l L Damage:20 Effect: Coni us e] [S}Sutton [Da mage :20 Effect: Stlencej 
S Raijin !Damage :20 Effect:Slow] iSfDoton [Damage:20 EffectsiBlIndj iS)Doknmon |Damage:30 Effect 

Poison] 



Typi 


■ ■ 

Melee 




Nature 

Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

Tongueiwister 1 

9[X1.2) 0(XO.75) wowe 4 


LEVEL HP STR MGK STM MND SPD ATK M-ATK DEF MDEF ATKSPD 

30 j 490 I 148 } 212) 148 | 222 | 180 | 67 | 113 I 67 Ilt5ll4^ld 





ATTACKS 


VV Blizzard [Damage:! 0 Effect:Silencej (F)Firaga [Damage:50j (NISIowga [Effect:S1owJ [NjHastega 
£Effect:Hastel (N)Regenga [Effed:Regen| (N)Stopga fEffecfcSiop} |N}Comet [Damage:100I 









PART 4: 

Data 






Nature ^ 

Support Ability: 

Lifeshieldl 


Typi 


Ranged 


FlvinE 


U (XI.2) 

0 (X0.75I 

FJr-rarjr - 

NONE 

3.5 



30 


j 719 ] 

212 

:4S 

212 

ISO 

1 148 I 

113 

[67 " 

[ T13 1 

1 *5 

42 


0,714 


ATTACKS 


(E^Attack i Damage:! 0 Effect Slow] Pummel [Damaged2 0+30] Waray j Effect: Disable] Frenetic R 3 .se 
[EffecCStr 1.3x & Stm 0,9x1bon Will [Effect:Str 0.9x 8 Stm UxJ Cold Blood [Damage:!00 Effect: 

Deplete HP 25%] 


vj 1 



Nature 


Rush 


£GGEI 

> SEED 

Type 

Melee Flying 

IVEAKNESS 

RESISTANCE STATUS RES SIGHT 

□ 

1=3 NONE 4 


LEVEL HP 


... 


29 

.! i pt *»•*:—' ’ 

1 62l] 

[ 216 j 

- 

115 

205 

| 147 

” ■ ' mF 

202 

[ 114 

[ 58 | 

105 

72 | 

n t turu 

[ 39 | 

JVI V 

0.846 

fLi r 2^".;’^- 

SQ|2^LmU ■ 


ti-. - »■. . 

■"y» -V--* 

1 'I ■ 1 —■ 


attacks 





.2" 1 


“ 4 C ^ -J > -J ' J ■ t G V J 1IJ |C11I 

Add Knockback effect lo attadt] (SjRampage [EffecLBerserk] (H)Potion [Effect Restore Z5% Max HPj 


A f T1 

^] 

d r 

lv\_ 

>CJ 

1 | 



_ 

^ \f Nature £ 


i 

Type 

Melee Ranged 

Flying 


WEAKNESS RESISTANCE STATUS RES SIGHT 

Auto-Fl03t j ( ; “ ■ 

□ a NONE 3.5 



34 


MGK STM MND SPD ATK M-ATK DEF M-OEF I ATKSPD MV 

672 | 165 | 180 | 235 235 j 200 I 121 85 138 F 98 f 44 1o.S34 




ATTACKS 


(SJAUack [Reid/Da mage: TO] (SJJump [Damage:50l [RFirebrestfi [Damage:3G] {W)Fmstbreaih 
DamagetBO] (LSPlasmabreath [Damage:30] (EjPetra breath [Damage:30] (H)Dragonmend [HP Restore 

IBasrc Heal:80) & Status Restore! 


If 



Nature 


Raid 


\D SKY PIRA7 

___ \ j 

type 

Ranged Flying 

WEAKNESS RESISTANCE 

STATUS RES SIGHT 

Oixu; 

cn 

__ __ .. 

NONE 3.5 


j ' 


n t r 


iMMiBHilial 





itrucr 

696 

416 | 

197 

224 

197 

250 

179 

84 

128 

97 


42 1 WD 1 410 I tm b } ja i t a? i 7 kh i 179 i B4 | U 3 j 97 67 0714 [ 

ATTACKS 

(SJAttack [Damage:to] (SJRush [Damage:70] (Script (N)Riot [Effect: ] 

__ Serserk] fRSackdraft [D3mage:lOO/Effect:Deplete HP 25% 
































































































































































































































































































































































PART 4: Data 




1 

. -.--v** - i . 




'N 


I’ 1 1 

X j 

1 1^1 f TT* 

■ K I ir 1 

1 




Li 

JL 1 w I 


f 

l' * 


ELZx\ 





Nature [ l Type Melee §* / M Flying 

Support Ability: f;WEflKN^s|>RE Sl STANCE SWRISRES SI 

r~n NONE 


Rush 




Nature ^ Type Melee 
Support Ability: WEA KNESS RESISTANCE STATUS 

m I O ku) I 4> (xo.5) I none 


Flying 



LEVEL HP 5TR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

! 41 1 729 1 278 1 151 I 277 | 195 | 284 j 149 j 77 | Ml | 96 | 41 10.846 j 


LEVEL HP STR MGK STM MND SPD ATX M-ATK DEF M-DEF ATKSPD 

LsO f 950 | 269 | 392 I 283 | 391 I 330 j 157 | 143 | 151^15^^42 


4: 0-714 


ATTACKS 


ATTACKS 


(S)Axes {Damage: 10| (SJTomahawk [Datnage:2Qx21 (SIBoomerang [Damage:20x2] (S)Heave-ho [Effect; 
Add Knockback effect to attack] (S)Rampage iEffeckBerserk] (H[Potion EEffect:Reslore 25 1 b Max H P] 


(N)Guns [Damaged] (Rfiraga Shot ]Damage:50i (W)Blizzaga Shot [Damage;50] (L)Ttiundaga Shot 
[Damage:5Q[ (FsStonega Shot fDamage:50i (H)Curaga Shot [DamageSO'HP Restorei (H)Esunaga Shot 

|Effect:Restore status! 


I 


t T’T TT— 1 T 1 1 f~^ \ T P T T T) f T 

PATHE1ICAE SK t FIX 

1 \ T 
\u A 1 JL 

-- 

--- ■ r i -n ^ 

K. jP Jt JF 

F\. 1 31. JF * 

Nature (3 Type Melee 

Bg [*} 

r*;V : . Flying 

1 ~ L Nature | | Type Melee Ranged 


Toneuetivlster 


NONE 


LEVEL HP STR MGK STM MND SPD ATK : M-ATK DEF M-DEF ATKSPD MV 

Wm' 367 192 ! 27ft 152 293 235 j 88 I 149 1 88 | 158 j 13 [0.7141 


41 


—-*3* - -r 


ATTACKS 


W:-Slizzard|DamageTO Effeci:SiSence] (FJFIraga [Damage:50] (N'SIOWga [Effect:Slow. (N)Hastega 
[Effect:Haste] |N]Regenga [Effect:Regen) (N)Slopga fEffect:5topl (NlComet [Damage: 1QQ] 



Nature 



Type Melee Ranged 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

_y\ Va,0f _ 1 g (X1-2) | P | N0NE l 35 

LEVEL HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

I 40 j 740 I 309 i 189 I 322 | 18B I 200 | 157 1 87 


ATTACKS 


152 95 


66 0,334 


S Attack [Damage:10/EM:Pnisoa| (S)Diving Slash [Damage:80] (N)FreneSc Rage [Effect:Str t.3x 8 
Strn Q.9x] Iron Will [Effect:Str0.9x a 5tml3x] Flash of Steel [Damage:5Q] _ 



Nature 


Type 


Melee 


Ranged 


Support Ability: IfflEftgN ESS RESISTANCE STATUS RES; SIGHT 

Resist All 


Q 



3.5 


level: hp 

^0 630 


STR MGK STM MND i SPD ATK M-ATK DEF M-DEF ATKSPD MV 

312 j 189 | 189 | 230 | 240 | 158 | 87 [ 119 [ iDS 45 0 834 

ATTACKS 

ISlAtlack [DamagerlG/EffecfHP Drain] (NJImmobitizega [Effect:1 mmobilizel (N)Mighty Guard [Effect; 
Barrier] iSiStflurge [Damage:30 EffectPoisonj iNjMigfity Attadc [Effect:Str a Mgk 1.2x1 -NiDispelga 

[Effect:Remove Enemy Buffsj 



Nature fa 


Type 


Ranged 


Flying 


Support Ability; WEAKNESS RESISTANCE STATUS RES SIGHT 

Valor 


NONE 


3.5 


liVEt HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

I 1 -><& I 4(13 j 277 I 340 I 200 i 118 } 181 j 123 [ 72 10.714 j 




ATTACKS 


ISi Attack IDamageilOl (W)Whiriwind Slash [Damage:50[ (W)Lunge [Damage:501 (N)Focus [EffeehFocus] 
(H)lnner Peace [Effecl:5tatus Restore 8 Regen] (WIEviscerator [Damage; l;>x5i 



Rush 


WEAKNESS RESISTANCE STATUS RES SIGHT 

r~~^ O 

f — ■ ■ ■ r 

NONE 3.5 

SPD ATK M-ATK DEF 

'M-DEF ATKSPD MV 

304 170 115 162 

1 

[ 164 | 46 [ Q.996 j 


ATTACKS 


iStAtlack [Damage: 10 Effect:HP Drain] iNilmmobilizega |Effect:lmmobilizel 'NIMighty Guard LEffect: 
Barrier] iS Scourge lDairage:30/Effect:Poisonl [NIMighty Attack [Effect:Str 8 Mgk 1.2x'i (N;Dispelga 

[Effect:Remove Enemy Buffs] 



Nature 


Outlaw's Monograph 


Type 


Ranged 


Flying 


52 1876 448 236 431 324 


WEAKNESS RESISTANCE 

STATUS RES SIGHT 

□ 

O iXO.75) 

msoi, SHEF 

C 0 NFUSL STOP. 3.5 

| KSAfflf [ | 

SPD ATK 

M ATK DEF 

M-DEF ATKSPD MV 

235 192 : 

99 197 

[ 126 | 67 10.7141 

ATTACKS 


' 


UYfALLdtA ILFtJlliagt:, IV] I.n/nuu .• 

[Eff«i:Berserk[ (N)Bad Breath [Effect:Any Badstatj i NS Darkness [Damage: 100. Effect: Deplete HP 25%] 
(N) Ba' Syphon[Danaage:ZQ/Effect: Mgk ft Mnd Dralnl (N)Dark Aura [Damage:80] 



Nature Type 


Ranged 


Fivin c 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

Valor -. A ?L'dC:-.^L;|F 

0 1X1.21 IX0.il C0N n F ryfliT 0F ' 33 j 


disable 

IfVFI HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MVJ 

■SiiiSiiiiiiliaaiiiiaii^ 125 


51 1521 398 33S 325 285 285 169 118 


69 i 0.714 


ATTACKS 


(S)Attack [Damage:! 0] (S)Spir Attack ]Damage:50[ (H)Potion [Effect:Restore 25% Max HP] (HJRemedy j 
[Effect:Status Restore] Frenetic Rage [EffectStr 1,3x 5 Stm 0.9x] Iron Will [EffecEStr 0.9x 8 Sim 1.3x[ { 



Nature 

Support i 

intelligence 


Type 


Melee 


Fivins 


WEAKNESS 

RESISTANCE STATUS RES 

SIGHT 

O (XT,2} 
_ 

U 1X0.51 

.tii n.i - t - 

POISON SLEEP, 
CONFUSE 
DISABLE 

3.5 1 

'CDH MW 


51 1521 285 398 299 361 


285 141 

ATTACKS 


134 155 


144 


34 0.714 


(S)Discs [Damage;!Oj iN)Slowga [EffecCSlow] iNiHastega [Effect: Haste] (NiSieepga [EffectrSleep] 
(N)Confusega [EffectConfuse] [SlScourge [Damage:30/Effect:Poisqn|_ 












































































































































































































































































































































































































PART 4 

Data 








‘5 



Hv'\ ‘ t- 


j&&£ 'T^s. 






Nature 0 Type : : Ranged Hying 

Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

<3 (X1.2) 6 1X0.5) “ESTOP,! 4 


SLEEP, 

CONFUSE. STOP. 
DISABLE 


LEVEE HP STR MGK STM MND 

SPD 

ATK 

M-ATK 

5' 1 52 1 309 285 300 336 

362 

147 

106 


156 138 


73 0.846 



Nature 


valor 


ATTACKS 


Type 

Melee R, 

anged 


WEAKNESS 

RESISTANCE 

STATUS RES 

0 1X1.2) 

0 iX0.5! 

NONE 


—i J - 


S Attack Dam age: 10 Effect: Poison] iS.lDaggerplay [Damage:50| (NiRend Power Ifcffect:Str 0.5x1 
N Rene Maglck Effect: Mgk 0.5x] -N.iRend Armor [Effect Stm 0.5x] iNiRend Mind [Effect :Mind Q 5 x; 


LEVEL HP SIR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD 

50 I 830 I 364 I 229 | 397 I 228 I 230 I 181 I 102 I 180 1 111 I 33 ! 0J831 



ATTACKS 

(5) Attack [Damage: 10/EffectiPoison] (5) Diving Slash [Damage:80] (N)Frenetic Rage [EffedStr 13x & 
Stm 0.9x1 iron Will [Effed:StrO,9x & Stm 1.3x1 Flash of Steei ]Damage:50] 


dr 1 ’Tt Jr 1 

r t t ■ \ r\ te i 









\ \ ] 
V i l i 

£j%j i J 

L \\ / I 





i _ • X 



Nature ^ Type 

Melee Ranged , 

Support Ability: weakness 

RESISTANCE STATUS RES SIGHT 

Clairvoyance 

□ 

□ NONE 3.5 

LEVEL HP STR 

MGK STM MND SPD ATK 

M-ATK DEF M-DEF ATKSPD MV 

[ 48 | 754 j 319 j 

221 | 319 [ 243 | 286 | 169 j 

100 ] 146 [ 127 | 69 1 0.834 1 


ATTACKS 


(S)Attack [Damage:lQ] (NjRend Power [EffectStr05x] (NjRend Magick [Effect:Mgk0.5x] >NiRend 
Speed [Effect;Spc 0.5xj i NjRend Armor [EffecLStm 0.5xJ (NjRend Mind [Effect: Mnd 0.5x[ (SiHead Strike 

I [Damage 50] 



-- i V lx. 1 7 J 

sgr 

Nature Type 

Melee Ranged 

Support Ability: WEAKNESS 

RESISTANCE STATUS RES SIGHT 

Clairvoyance 

□ 

□ NONE 35 

LEVEL HP STR 

MGK STM MND SPD ATK 

M-ATK DEF M-DEF ATKSPD MV 

[ 49 | 762 ) 325 j 

225 325 247 29'. 171 

101 J 148 | 128 [ 69 j 0.8341 


ATTACKS 


(S)Atfacfc [Damage: 10] iNiRend Power [EffecLStr 0.5x} (NjRend Magidt [EffetiiMgk0.5xf {NlRend 
Speed [EffecLSpd G,5x] (N)Rend Armor [Effed:Slm Q. 5 x] INiRend Mind [Effect: Mnd 0,5x1 ; 5jHead Strike 
( [Damage: 50] | 



Mature ^ 


Melee 


Ranged 


- - *- 

r - li ‘ 


ij Support Ability: WEAKNESS RESISTANCE STATUS RES ' SJGK 


Valor 


C 


(XI .21 


6 


1X0-51 


NONE 


LEVEL HP SIR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD 

'- . % - .. - ~L - - r 

49 821 357 225 390 224 226 179 TOl 


173 110 


67 


ATTACKS 

fci.% *■- "■fc, 



(Sj Attack IDamage:10] (S)Diving Slash [Damage:80] (NiFrenetic Rage [EffecLStr 1.3x a Stm 0.9x11 : 

Will !ERect:Str0.9x 8 Stm 1.3x1 Flash of Steel [DamageiSQ] 



Nature 0 


Type 


Melee 


Ranged 


Resist 


nil 


WEAKNESS 

RESISTANCE 

:_ 8 ~ T- ~ •, • * _* ■ ■ ■ ■ 

STATUS RES 

SIGHT 

€3 

□ 

ALL ; 

3.5 


49 


752 

| 375 

240 225 

' 275 

275 

183 


105 137 122 


69 0.82- 


T P i mi via 1 1 i ii r r 


ATTACKS 

(N)Attack [Damage: 10] (SiShadowstrike [Da mage30/Effect:Blind] (5}Smother$trike [Damaged Effer 
Silence] (SJChaostrike [Damage:3G. r Effect:Confuse] (S)Stunistrike [Damage:3C EffetLSIowj (SjP urge 

[Damage;30. Effecfctemove Enemy Buffs] 


if 


Nature ^ 




i 3 l \ I j i \ CJ \.J /"V! - 


■ - ^ 


Nature | | Type ^ 

ielee Ranged 



Type 


Melee 


tanged 



Support Ability: WEAKNESS RESISTANCE 

STATUS RES SIGHT 

Auto-Float f [ 

1=1 O (X0.75) 

NONE 3.5 

LEVEL HP STR 

MGK STM MND SPD ATK M-ATK DEF 

M-DEF ATKSPD MV 

49 792 240 

225 j 325 | 325 [ 275 j ISO | 101 | 171 

126 69 0.834 


ATTACKS 


iS:Atrack [DamageTO] (SiJump fD3mage:5Gi (RFirebreath [Damage 50] (W)Frostbreath [Damage:30j 
(LjPlasmabreath [Damage:30] - E Petrobreath [Damage:30[ (HIDragonmend iHP Restore (Basic Hea 1:801 

& Status Restore] 


Support Ability; "weakness resistance status res sight ^ 

Resist .. ^ 


3.5 


LEVEL 

HP 

STR 

r_ 2 _■*»»>: 6 1 

MGK 

STM MND SPD 

ATK 

M'ATK 

DEF 

M-DEF i 

ATKSPD 

| 49 

| 752 

375 

240 

225 

275 

275 

183 

105 

137 

]J2 

46 ] 


0.834 


ATTACKS 








i NjAttack [Damage:! 0] (SiShadau^trike [Damage:3O ' Effect:Blind] (S)SrnotherstriKe |Damage:30/Effea 
Silence: iSiChaosirike [Damaged, Effect :Confusej (Sj St unstrike [Damage:3G EffectSlow] {SjPurge 

[Damage:30 £ffect:Remwe Enemy Buffs] 


Nature ^ 


Type 


Melee 


Ranged 



Support Ability: 

WEAKNESS RESISTANCE STATUS RES SIGHT 

' M,’". !L; T ' ” ^ * -I* * r ’ 2 —. i ■ - ->!.-■ Vi - 1 



a O(X0.75] N0NE 3)5 

LEVEL HP STR 

MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

4£ 734 236 

221 | 319 | 319 | 270 ( 149 | 100 [ 169 | 124 | 45 1 0.834 1 


ATTACKS 

I (SJAttack [Fidd/Damage:10j (S)iump [Damage: 50] [F)Firebreath [Damage:30j (WjFrostbreafh 1 

'Damage :!0 . Pissmabreatr Dam3ge:30 : ;E;?etrobreath [Damage:30j i,H)Dragonmend [HP Restore 
|_(Bask Heal:80) 8 Status Restore]_j 


































































































































































































































i virarfMq T^LK'&Tf 


Usted in this section are stats for the leaders and other units that appear in 
aii of the Melee Battles available in the game, including all Monster Meiees, 
Summoning Melees, and Skv Pirate Melees. Once again, the units are listed 
according to the chronological order of the missions in which they appear. 



Nature 


Auto-Regen 


Type Melee Ranged 


"M LV 


HP 1 SIR MGK STM 
360 j 30 I 30 I 31 ] 28 



SPD 









RESISTANCE STATUS RES SIGHT 

| 

CD 

None 

3.5 



M-ATK DEF 

M-DEF ATKSPD MV 

12.5 25.75 

59 61 0.714 




1.5 


075 


0 


ATTACKS 


5 Attack [Damage:! 0] (S) Round house [Damage:50] (H)Oiakia [Effed;HP Restore (Basic Hea1ing:S01 a 
us Restore] (N)Foojs 'Required LvU; Effect:Focus[ (S)Far Fist [Required Lv18 Damage:50! (S)Flurry 
__[Required Lv:24/Damage:2O+2O+30l 


Cfri 

Jlvo 


1 L 


,r : 


Nature 


© 


Type 


Flying 


Support Ability: 

intelligence 


WEAKNESS 

RESISTANCE 

STATUS RES 

SIGHT 

O 

-TSM pesiteasms -- 

□ 

: i 

None 

^_ 

4 



~v LV 

HP 

STR MCK 

STM MND S 

m 

280 | 

28 j 32 j 

30 | 30 | : 





HP 

STR 

MGK STM 

MND SPD 

j*- 

4 

6 j 5 

5 5 




SO 


r 


17 28 17.5 


MV 

36 0.714 


MMD i S PD j ATK ’- M-ATK OEF M-DEF ATKSPD MV 


1 


t.S 1.25 1.25 


ATTACKS 




- ^ one *DamE)ge;10. Firaga [D3mag£:50] (NlBio [Required LvlO Effect:Poison] NiBJindga [Required 
- ' Z 'EffecLBIinti; iNfSfoepga [Required Lv;18 Effect:Sieepl (MjStferitga [Required Lv:24 EffectiSilencej 
_ (NiConfusega [Requir ed Lv30/EffectiC onfuse] (N)FJare [Required iv:3 6/Da mage; 1 GO] 






T~T TA 

I i SJ 

Lfl\ 



Nature rn 


Hawkey e 


»ype Melee Ranged Flying 




■: 360 31 


MCK 

30 


29 29 


WEAKNESS RESISTANCE 

STATU5 RES SIGHT 

CD 

nn 

None 4 

Jfa a 7.-W^I 

---J ' i 1 <-71 

-■ .. ____ M 



SPD ATK M-ATK DEF 

M-DEF ATKSPD MV 

31 27.75 

17.5 22.25 

2275 36 0714 

* i i?TiiTITT~ 


v --' T ' J-j—— p t- _ —r 


_ . _, * ■._ * i y*J i g g y r QW;v , T•;; ■avKB 

HP STR MCK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

7 I 6 I 5 1 4 | 4 6 I 1.5 I 1.25 1 t 1 - I o 

T jia P JtaJ 1 - - - i—a —-.i ^r r —n - -— I I I I 


6 1,5 

ATTACKS 


iNJFfre Weapon [Damage;®] {F)Flraga Shot [DamagerSQ] (WJBlizzaga Shot [Damaged] (L)'DiUfidaga 
Shut [Required Lv:12 DamageSO] fE)5tonega Shot [Required Lv: 1 8 Damage:50] SiEnerg^-* Slug 

(Required Lv;24 Damage :8Dl 




J 



c_ 


WARMAGE 


M, 


f Nature J=i Type Melee Ranged 

lk_r 

Flying 



Support Ability: 

Rejuvenate 



aiinir "SSt, 

TM LV 

HP 

STR MGK 

stm' 

MND 

SPD 

j 

‘ 

li l MIIIM 

360 

29 

29 

30 

35 

3 


WEAKNESS 

RESISTANCE STATUS RES 

SIGHT 

a 1 

1-J 

None 

_____ 

3.5 


61 0774 




HP STR MCK 


STM MN P | S PD ATK 1 M-ATK J~~DE F M-DEF ATKSPD MV 


8 


1 


T.Z5 1.25 


0 


ATTACKS 


(SSAttack [Damage:!0] fFlFire Sword [Damage:50] |WIBlizzard Sword [Dama|e;50| (L)Thu rider Sword 
[Required Lv: 12 Damage:50] (E)Sfane Sword [Required Lv 18 Da mage: 50] [NiMighty Guard [Effect: ! 
_ Required Lv;24/Banier] (S)Fierring Blow [Required Lv:30/Damage:50] 





Nature 


Will of Stee' 


Type 


TM LV 




! MGK STM 


31 


29 31 


' VUl; & LU 

i i y j 11 it 

RESISTANCE STATUS RES 

SIGHT 

□ None . 

3.5 

.. - - - - - - 


29 


30 27.75 17.25 2575 1 19.25 ! 51 


0.714 


' !!!■ 


w \ STR [ MCK. [ SFM | MNP { SPD*" j ATK M-ATK 
"l 6 


8 


4 


6 






5 I 1-5 I 1 
ATTACKS 


DEF 3 M-DEF i ATKSPD MV 

» — - _5_ 1 _■_ f 

15 1-0 


*S)Attack [Damage:! 0] (N)Rend Power [Effect:Str 05x| (N)Rend Magic k [Effed:Mgk 05x] jN Rend 
Speed [Required Lv: 12/Effect:Spd 0.5x] (N)Rend Armor [Required Lv:18 1 Effect:5tm 0.5x! hi Rend M no 
) [Required Lv.24/Effect:Mnd 05x] (HIFirst Aid [Required Lv:30/Effeti;HP Restore (Basic Healing:50)j 


r 



Nature 


1 Sealing Step 


II I Jtr iVlAlr f 


Type 


Ranged 


riving 


WEAKNESS 

RESISTANCE STATUS RES 5JCHT 

□ 

□ 

None 

C 

* 


+ 1 290 


28 


30- 30 32 


30 


275 175 


in i 



ATKSPD MV 

12 0.714 


| HP | STR I M GK STM MND SPD ATK M-ATK 

7 I 4 : .. 


5 | 1 

ATTACKS 


1.25 


DEF M-DEF ATKSPD MV 

125 I 1.5 [ - O 




(H)Cure [EffecUResSore H pi Sasic Heal:20)| (H)Curaga [EffediResJore KP@asfc Heal:80)I (NjPralectga 
[EffecLProleclj (NfSfiellga [Required Lv:12 EffedShelli -HiEsunaga Required Lv:l8 Effect:Status 
[ Restore] (N)Dispplga [Required Lv30/Effed:Reniove Enemy Buffs] [HI Holy [Required Lv:36 Damage:80: 


GLAD! 


j 



Nature 


Lifeshieid 


Type Mefee Ranged 




WEAKNESS RESISTANCE STATUS RES 

SIGHT’ 

o 

1_ 

=! None 

Ul 


TM LV HP 

SIR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

[ +2 J 360 

32 28 32 

30 [ 26 | 28 j 17 j 28 [ 125 | 61 1 0.714 [ 

r - -j| 

-. —j --1-- 


HP STR 

MGK STM MND 

SPD ATK M-ATK DEF M-DEF ATKSPD MV 

8 6 

4 1 6 1 5 j 

4 1.5 1 1.5 1.25 - 0 


ATTACKS 




I (E)Attadc [Damage!0] Pummel ]Damage:2O+20+3O] Wartry [Effect:Disable] Frenetic Rage [Required ] 
Lv: j 2 Effect:Str Ox & Sim 0.9x| Iron Will [Required Lv:l3 EffectiStr 0.9* a 5tm 13xE Cold Blood 
f [Required Lv:24/Darnage : 1 O0/Effect:Deplete H P 25%) 


























































































































































































































































































































































































































































PART 4: 

Data 


\r 



jj J ’ J J f J J _r 



_ ( Nature ^ 

Type Melee 

Ranged 

Flying 



Tonguetwister 


% ^ 


TM LV HP STR 
1+3 i 280 


HP - STR MGK 

j, ' r '" I f - 

7 4 6 



WEAKNESS RESISTANCE 

STATUS RES} SICBTT~| 

□ o 

None 4 

1HHBM i i 5b 


SPD ATK M-ATK DEF 

M-DEF ATKSPD MV 

30 22 38 22 

38 1 36 0.714 j 

*fCrC® ijj ' W;4 V# ■■■ . •'!: Ip* 



STM MND 

1 6 1 


1 | 1.5 1 


1.5 


ATTACKS 




(L)Ughtning [Damage:! 0] (RFIraga [Damage;S0] (N)SIowga [Effect:5low] (N)Hastega |Effect:Hastej 


Lv;30 Damage: 1001 








.II 

ji 

71 

TT1 

fc 

_ 

« [ Nature Q 

Type 


Melee 

Ranged Flying 



Ha w keye 


WEAKNESS RESISTANCE STATUS RES 

SIGHT 

i—l 1—1 

None 

L 

4 



TM LV HP 

STR 

MGK STM 

MND 

iHfcMMpW— 

SPD ATK 

M-ATK ! 

DEF 

M-DEF 

ATKSPD 

MV 

1 +1 j 360 

nr 

30 

29 

29 

—m mm h 

36 3775 

22.5 ' 

1975 

29.23 

36 

0-714 


MGK STM MND SPD 


1 6 j 1.5 j 1.25 


0 


ATTACKS 


"Same as MB03 


f 


•a 


v, 


Nature 0 Type 


Melee 


Raneed 


Flyim 



Rejuvenate 



WEAKNESS RESISTANCE 

STATUS RES 

SIGHT 11 

6(x1.2) 

O (xO.751 

None 

3.5 


+3 360 29 



MGK STM 

MND 

SPD 

ATK M-ATK 

DEF 

M-OEF 

ATKSPD 

MV 

4-- 

29 30 

30 

32 47.25 

27.25 

29-5 

29.5 

61 

0,774 


A 

MND 

SPD 

-- 

ATK 

M-ATK 

I DEF | 

M-DEF 

ATKSPD MV 


lL. 

1 - 

[ lj 

1 

j 725 | 

1 .25 


o 


ATTACKS 




'Same as MBQ3 



F s\. 


Nature 



Type 


Melee 


Ranged 


Flying 


Support Ability: ; WEA KNESS j RESIST ANCE STATUS RES SIGHT 

Rush „ * 

0(xU) a None 4 


& 


STM MND SPD 

ATK M-ATK DEF 

M-DEF ATKSPD 

MV 

| 31 | 31 | 33 | 

38 | 24.5 

34,75 

25-75 36 

0.846 

..... i. ■ • 



. j - - 


MND SPD 

ATK 

M-ATK 

DEF A 

1-DEF ATKSPD 

MV 

4 6 

1.5 

] 0.75 | 

1.5 j 

1 

0 | 

ATTACKS 






S Axes Damage: 101 ■ STomahawk Damage.20x2] iSiBaomeraug [Dama°e:20x2' (SIKeave-ho 
Required Lv ' 2 Effect:Add KmxKbacU effect to atlackl 'SiRampage [Required U:18. EffecbBerserk] 
I (H)Potion [Required Lv:24/Effect:Res»re 259b Max HP[_ 



<JA 



Nature 


Pain Chain 


Type Melee 


Ranged 

O 


Flying 




#■ 


—.. — 

%-« 1 h X CM ' 
1 


WEAKNESS RESISTANCE 

STATUS RES SIGH' 1 

$$£1.1) | a 

None 3.5 


TM LV 

HP 

STR 

MGK 

STM MND SPD 

ATK 

M-ATK 

DEF M-DEF ATKSPD 

*3 

360 29 

39 

29 

29 

UJ 

3Z25 

24.75 

34.25 | 

25.25 61 

\ | 


HP 


T 


STR MGK STM MND SPD ATK M-ATK DEF I M-DEF I ATKSPD 

5 I 4 j 4 1 7 j US j US j 1 r 1 j - 1 0 


ATTACKS 


(N)Attack [Damage: 10] .SlKaton [Damage:20 EffectConfusej SJSuiton [DsmageUG EffectrSilence] 
iSiRaijitl iDamage:20 Effed:SI(jw] (S)Dotnn [Required LV:18 Dama°e:20 Eftecis:Blindj iS.iQokumon 

[ R equl red Lv:24/ D a rnage: 30 Effect: Po iso n] 



Nature 


Airto-Regen 


Type 


Ranged 


Flying 




TM LV HP 

360 


STR MCK 



WEAKNESS RESISTANCE STATUS RES 

SIGHT 1 

$(x1.1) 

CD 

None 

3.5 ] 


MND SPD ATK M-ATK DEF M-DEF ATKSPD M 


C 




- I --—If. 


30 




HP STR MGK STM MND 

8 5 5 6 



36 37.5 20 34.75 25 


61 


071. 


M-ATK DEF 



1.25 


1.5 


DEF ATKSPD 

I ■ - ■ ■ 

0.75 


MV 

0 


ATTACKS 


"Same as MB03 


I 


w 


Nature ^ 


Intelligence 


Type Melee Ranged 


Flying 


:: 


WEAKNESS 

RESISTANCE 

STATUS RES SIGH~ 

□ 

□ 

None 

4 


M-DEF 


TOUT] HP STR MGK STM MND 

- | 280 | 28 [ 37 | 30 I 30 | 30 | 22 } 39 25 

*_ __ 1 _i_i_s__ 2 _r_T_ 


HP STR MGK STM MND 
6 4 


SPD ) ATK j M-ATK ; DEF [ M-DEF ATKSP D { MVj 




5 | I 

ATTACKS 


1.5 


725 725 


0 


(L) Lightning |Damage:10] 'Other than Basie Attack, Same as MB03 


% 


Nature Q 


Said 


Type Melee Ranged 


WEAKNESS 

RESISTANCE 

STATUS RES 

- - - ■ — —j 

SIGH- 

0(xU) 

□ 

None 

3.5 




- - ■ — 

* isTzrfv ^ imif-Mm J 

. . • -1- --*'« - -- im 

TM LV 

HP 

STR 

MGK : STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

— 

360 

33 

| 39 [ 29 [ 29 [ 35 1 4825 [ 29-75 | 34.25 [ 25^5 J 61 | 0.714 




■■kbhhei V# i i 

HP 

STR 

MGK 

STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

1 1- l- —1 J---1--J--- 

8 

7 

| 4 

j 5 | 4 f 5 i 1.75 j 1 j 1,25 | 1 | “ | 0 




ATTACKS 

(SI Attack ;Damage:l0] tSIRush [Damage.701 (SiCripple [Damage:20 Effect:1mmo&llize] (N)Riot [Requlret 


Lv:12/Effed::B€r5erk] (F|Bad<draft [Required Lv;T8/Dgrnage:100/Efifect:Deplete HP 25%) 




























































































































































































































































































































































































































PART 4: Data 



\DIATOR 



Nature □ 

Support Ability: 

Lrr'esliield 


Type Metee 


Ranged 


Flying 


WEAKNESS RESISTANCE STATUS RES SIGHT 

. f | [ i 

& ha J) cn None 3 5 


TM LV HP : STR MCK 
-2 360 32 




HP 


STR MCK 


B 6 



DEF M-DEF ATKSPD MV 


ATTACKS 


■IHBCMUiri 


'Same as MB04 


STINJA 


J 



Nature 


Pain Chain 


Type Melee Ranged Flying 


WEAKNESS RESISTANCE 

STATUS RES 

SIGHT 

i 

° 

None 

3.5 


STR MGK STM MND SPD AIK M-ATK DEF M-DEF ATKSPD 


mmmmm 


29 29 


39 


34 


In-arHluUi 


I I III 

[WNti’.W 


MGK STM MND SPD ATK M-ATK D 



'Same as MB06 



L 



Nature Type 


Melee 


.J 


Ranged 


Support Ability: WEAKNESS RESISTANCE STATUS RES 

Auto-Regen 

□ None 


Hiving 

SIGHT 


ni*£_ fjf— Jr “5= - 


3.5 


TM LV HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

I -2 j 360 j 30 j BO j 31 j 38 | 31 [ 525 | 275 1 52.75 1 39.5 6 i1oJt3 

g TTTT"".'*" - '.r-Jk := ¥.2 ' J fit 


&M 




Mg 


* » * •> 




HP STR MGK STM J^ MND SPD ATK M-ATK DEF j M-DEF j ATKSPD 

8 : 5 5 3 I 6 I 1-25 1.25. 1.5 0.75 1 ~ 


m ■-# # ii _ 

Iffifc. L&ClCv: 


MV 

0 


ATTACKS 
'Same as MB03 


ft. Jfi. v i v t 


v5 


Nature 


Type Melee 


Flying 



Support Ability: [WEAKNESS RESISTANCE STATUS RE S I SIGHf 1 

Raid 

□ a 3.5 







TV IV HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

360 33 29 34 2 9 30 I 58.25 1 32.25 j 53.5 | 37.25 I 61 



_ < _ £ _ ! __ 

STR MGK STM 


nr- 


T 


' *.«■., ' .■ . 


071 iJ 


V* L : “I ■ 


■m* ' ..•:, . j* *■, f .. 

*¥Kk, -- ■ ■ - —v-- — 


MND SPD ATK M-ATK DEF M-DEF ATKSPD 

4 5 1.75 1 1.25 1 




MV 
0 




ATTACKS 





*Same as M B07 




SKY PIRATE 



Nature □ 


Type 


Melee Ranged Flying 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 1 

Will of Steel 

a □ None 3.5 




■■ft Tift 


- : i ;tn : 'L a r^r^j. a 

V- g ■ W - ; -X;- **53%^ 

TM LV HP 

SIR 

MGK STM 

MND SPD 

ATK M-ATK DEF M-DEF ATKSPD MV 

| -1 1 36Q 

31 

| 29 j 36 

j 29 j 30 

57.75 | 3225 | 54 | 37.25 | 61 ] 0.714 | 




HP STR 

B 6 


■ X t mi N!jii X«1 ' ■ •’ ji r i! 

\ -'- 1 —=i— : - -7 


MG K } SIM j MNP I SPD j ATK M-ATK DEF M-DEF ATKSPD MV 

1.5 1 


1 


0 


n-mox^ai 


ATTACKS 


'Same as MB04 



Mature 


Typt 


Melee 


Ranged Flying 


Support Ability.': WEAKN ESS RESISTANCE STATUS RES SIGHT 

Rejuvenate 

O (xl .2) O (xO-75) None 4 



■ rn 


MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

jA--—+»!■—* BM-ua'-MJ e-wm i—ii—MiMP—— 



-2 280 30 

rf mm — 

HP Jllv 

7 5 


32 


575 32.25 44,5 4425 30 0. 


714 


STM MND SPD AT K j M -ATK DEF M-DEF ATKSPD MV 

5 j 4 6 f U5 i 1.25 1 - 0 

jft : ; iTYn ~iac k$; ' . : ' ft 

iSiShaot Arrow [Damaged Effect; Poison] INJShadowbM [Effeddmmobilize] (KlSharpshot [Effect: 
Steady SltoiJ iNlCamofEauge [Required lv:iB Effect: invisible] iSlBarrage [Required Lv;20 Damage:8x10] 

iHjRemedy [Required Lv:24 EffectiStaius Restore] 


/\C 



Nature ^ 

Support Ability: 

Intelligence 


T ^P e Melee Ranged Flying 


>-j tnryiw in 




TM LV 

HP STR 

MGK 

STM 

■ 2 

230 | 28 

37 

30 


MND 


WEAKNESS RESISTANCE STATUS 

|#(x1.2} 1 # (x0.75) | None 

■Ml 


IGHT 

4 



-r 


ATK M-ATK DEF M-DEF' ATKSPD! MV 

l -*"*-* J - l - fc "—T—'- 1 -- -ft ■ iImibIu jiimI. ■ j T ; ‘ ■ r . - ift ~ r il f i i. m 

30 | 32 | 5925 I 32,5 J 575 [ 20 GJ14 



DEF M-DEF ATKSPD 

.4 


MV 

0 


IE)Stone [Damage:10 Effect-Blind] ‘Older than Basic Attack, Same as MB03 




Y 


TIME iVLVGE 





Nature Type Melee Ranged Flying 


Support Ability: 

Tonguetwister 



WEAKNESS 

RESISTANCE 

STATUS RES 

SIGHT 

#(xl.2i 

© 1x0.75] 

None 

4 


TM LV HP 

ninm 



STR MGK STM MND SPD 

37 28 i 32 30 


MW Jt 


ATK 

M-ATK 

DEF 

M-DEF ATKSPD 

MV . 

32 

53,25 

32 

58 20 

0714 



STR 

MGK STM 

MND 

SPD ATK 

M-ATK 

DEF M-DEF ATKSPD 

MV 

4 

6 4 

6 

5 1 

15 | 


0 


r 


ATTACKS 


IE-Stone [Damage:! 0 Efferi:Blind] "Oilier than Bask Attack, Same as MB03 



































































































































































































































































































































































































Nature 


TM LV 


KUSI 




32 28 I 

HP STR MGK SIM 


33 


4! 


WEAKNESS 

RESISTANCE STATUSRES 

SIGHT 

□ 

□ 

None 

4 






SPD 

ATK 

M-ATK DEF M-DEF ATKSPD MV 

28 

58 

32 52.75 

40.25 36 0.846 

*n lA^V tJ 






6 


1.5 

ATTACKS 


M-ATK 

DEF 

M-DEF 

ATKSPD 

MV 

0.75 

1.5 

1 


0 


'Same as MB06 



Nature e~~i 

Support Ability: 

Hawkeve 


Type 


Meiee 


Ranged 


Flying 


■2 360 31 


30 29 


WEAKNESS 

RESISTANCE 

STATUSRES 

SIGHT 

□ 

a 

None 

4 


29 


SPD 

ATK 

M-ATK 

DEF 

M-DEF ATKSPD 

MV 

I 31 

5775 

32 5 

4225 

1 44.25 1 36 | 

0.714 


HP j 

STR 

MGK STM 

MND 

SPD 

1 

ATK 

M-ATK 

DEE 

M-DEF 

7 

6 

1^1 

5 

4 

' 4 

} 6 1 

1.5 

pl .25 j 

j ' j 

1 j 


0 


ATTACKS 


‘Same as MB03 



Support Ability: 

Rush 


WEAKNESS 

RESISTANCE 

STATUS RES 

□ 

□ 

Norn 

3 


TM LV 

HP 

STR 

MGK 

STM 

-3 

360 

32 

28 

3! 

t— L 


ATK M-ATK DEF M-DEF ATKSPD 


41 


28 


58 


32 52.75 40.25 



36 


HP 

9 


STM 

MND 

SPD 

ATK 

M-ATK 

DEF 

M-DEF 

ATKSPD 

6 

| 4 

6 

IS 

0.75 

[ 15 | 

1 1 

— 


ATTACKS 

■Same as MB06 


*> 



Nature 


Hawkeye 


Type 


* | n h 
.kit I 


Ranged 


Ffying 


WEAKNESS 

RESISTANCE 

STATUS RES 

SIGHT 

n 


Non 

e 

4 


TM LV HP STR 

-3 j 360 [ 31 

HP STR MGK 

7 5 5 


MGK STM MND 5PD ATK M-ATK DEF M-DEF ATKSPD Ml 

30 29 29 31 35 \qj\2 


STM 

4 


MND 

4 


31 [ 57-75 I 32 -5 | 44.25 ] 44*25 
HTfi 'J i 

1 M >| j ^_ 

T“ 


SPD ATK M-ATK DEF M-DEFf ATKSPD MV 

6 1.5 1.25 1 1 — Q 


ATTACKS 


'Same as MB03 


PART 4: 

Data 


Nature 

Support 

Pain Chain 


TM LV HP STR MGK STM MND 

-3 360 25 25 29 39 



Type Melee Ranged Flying 

WEAKNESS RESISTANCE STATUS RES SIGHT 




SPD ATK M-ATK DEF M-DEF ATKSPD MV 

34 I 5725 [ 32*25 [ 52.25 I 3725 I 61 0.834 


HP STR MGK STM 

7 5 5 4 


MND 

4 


SPD 


ATK M-ATK 

7 | 1*25 | 1.25 

ATTACKS 


DEF M-DEF ATKSPD MV 


1 


1 


0 


'Same as FB06 










f Nature □ 

Type 

ivielee 

Ranged 

Flying 



Support Ability: 

Rejuvenate 


WEAKNESS RESISTANCE 

STATUS RES 

SIGHT 

C lxl.2) j 

| 

in 

o 

.K 

None 

3.5 


TM LV 

HP 

STR 

MGK STM 

MND 

SPD 

ATK 

> 

'5 

360 

29 

29 

30 

30 

[a J 

57.25 


■ -.V. d = 


44.5 


61 


0.774 


HP 

STR 

MGK 

STM MND 

SPD 

ATK 

M-ATK DEF M-DEF ATKSPD MV 

8 

4 

| 4 ] 

5 f 5 

7 

1 

j 1 [ 1.25 | 125 [ - | Q j 


ATTACKS 


"Same as MB03 



& 

m 


Nature gg 


Type 


Mel 


ee 


Ranged' 


IV 


ing 


Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

Healing Siep 

#(x1.2) #(x0.75) None 5 








TM LV HP STR 

MGK STM MND SPD ATK 

M-ATK DEF 

M-DEF ATKSPD 

MV I 

| -3 | 290 | 28 

33 40 42 

30 j 32 | 

5S.75 35 

| 60*5 j 12 

| 0*714 | 

* a 'iwijrf&i'i ^2 _._ t _. _ ■ ^ 






HP STR MCK 

STM MND SPD 

ATK M-ATK DEF M-DEF ATKSPD 

MV 

j 7 | 4 | 5 | 

5 | 6 | 5 J 

| 1 [ US j 1.25 J 

1-5 | - [ 

0 


ATTACKS 



“ “' — * ■■■i 


‘Same as MB04 






Nature 6 Type Melee 


Ranged 


Flyin 


C 

& 


Support Ability: WEAKNESS resistance statusres sight 

Pain Chain j j J 

a #(xD*75}| None 3.5 


TM LV 

-2 j 

HP 

7 


HP 

360 




STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

7B l 29 \ 29 j 34 | 77.25 1 42,25 j 7025 f 49.251 61 loM 

STR MG K | STM ^ 1 MN P | S PD ATK M-AT K [ DEF (m -DEF ATKSPD MV 


7 1.25 

ATTACKS 

“SameasMBDe 


125 


1 


1 


































































































































































































































































































































PART 4: Data 




< 







f 

Mature o 

Type 

I 

Melee 

Ranged F 

lying 


M 

Support Ability: j 

WEAKNESS RESISTANCE STATUS RES SIGHT 


Raid 

cn □ None 3.5 

. Mm \ 

HP STR 



MGK STM MND 

SPD ATK M-ATK DEF M-DEF ATKSPD MV 

R' 1 360 1 B 

| 29 } 29 ] 29 [ 

30 j 7875 | 42.25 j 7075 j 4975 | 40 [0.714 1 

HP STR MGK 


fd ■ r 9 y fjj i Jflj 

STM MND SPD 

ATK M-ATK DEF M-DEF ATKSPD MV 

^ 7] 4 ] 

5 4 5 

| 1.75 j 1 | 1-25 [ 1 1 -■ | 0 | 

ATTACKS 

ij- -1 -■— *—■^* j ™**^ m *— 

filAttack [Damage: 10 Effeci:HP Drain] 'Other than Basic Attack. Same as MB07 



Nature 

Support 

Rejuvenate 


Type Melee Ranged Flying 

WEAKNESS RESISTANCE STATUS RES SIGHT 

None 4 






. t. wf*U ' 7 ■ 


TM LV 

HP 

STR 

MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD 

MV 

■ in 

-2 

[Tbo 

] 30 

29 30 29 32 B7.5 47.25 59,5 59.25 61 

-Jr - - + jl ii ■ j — ii mi 

0714 






HP 

STR 

MGK 

STM MND SPD ATK M-ATK DEF M-DEF ATKSPD 

MV 

j 7 | 

[ 5 

| 4 

| 5 | 4 [ 6 j 125 J 1 j 1.25 [ 1 [ - ] 

0 | 




ATTACKS 


(S)Shoot Arrow [Damaged] ‘Other than B^sic Attack,. Same as MBIT 



Nature {T) 


Auto-Reset 


Type 


rlefee 

Ranged 

Flying 

a Nature Q 

Type 

Melee 

Ranged 

FI 


Flying 


WEAKNESS 

RESISTANCE 

STATUS 

RES SIGHT 

□ 

0 (X0.75) 

None 

3.5 

1 Hill 3S& 


HP STR MGK STM MND SPD ATK M-ATK OEF M-DEF ATKSPD MV 

3 I 360 1 30 I 30 1 31 I 28 I 31 1 77.5 [ 375 | 7075 \ 49 [ 40 1 0.714 1 


t 


MGK 

STM 

MND 

1 

SPD 

ATK 

M-ATK DEF 

M-DEF 

ATKSPD 

MV 

f ' r ' ■■ 

J 

[~ 6 j 

3 

6 

1.25 

[ 125 

1.5 

0.75 

1 1 a II , ■ 

y 


E Attack [Damaged OEffeciiBlindj 'Other than Basic Attack Same as MBC3 



longueUvister 


WEAKNESS RESISTANCE 

-*—— 

STATU5 RES 

|---- 

6 (xl.2) 

1- 

O (x0.75) 

! _i 

None 

J 


TM LV 

HP 

STR 

MGK STM MND 

| -2 ] 

280 

OQ 

r 

42 28 

32 


_1 _ - ..__~-i 


STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

~i -to n I n - 71 ,1 I 


30 


47 90.5 42 


-. .JLilh - •£*. - r 8— | - 4 


HP STR MGK STM MND SPD 

7 [4 I 6 j 4 | .6 


“■t: 

•s i •. ■*, * J _. _ 

*!• 'i - V- *•“' ! - 

1 


ATK M-ATK DEF M-DEF ATKSPD MV 

1.5 -- 0 


1 


1.5 


1 




ATTACKS 






(FiFire [Damage;! 0 EffecttConfuse] ‘Other than Basic Attack, Same as MBG6 




Nature nn 



Type Melee 


Ranged 


Flying 


Raid 




WEAKNESS RESISTANCE 

STATUS RES 

SIGHT 

nn 

.-.- r¥: —“- 

□ 

None 

3.5 

xgft 


STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 


33 


29 


29 29 


30 I 78.25 j 42,25 j 70.25 | 49,25 [ 40 [ Q.714 





MGK 

STM 

MND SPD 

ATK 

M-ATK DEF 

M-DEF 

ATKSPD 


wj 


a 

5 

4 

5 

-75_J 

i 1.25 

1 


0 

1 ■ iibi— mt* r «| 


ATTACKS 


\ AiiatX iDamafierlO- 1 Effects P Drain] 'Other than Basic Attack, Same as M807 



Nature 


Will of Steel 


Type Melee Ranged Flying 


WEAKNESS 

RESISTANCE 

STATUS RES SIGHT 

□ 

EH 

Norn 

2 

3,5 




- ~- 


5TP MGK STM MND SPD ATK M-ATK DEF M-DEF j 

31 29 31 29 30 I 7775 I 42.25 1 70.75 1 49.25 40 


~ VGK 

STM 

MND 

SPD 

■ J^lTTn stlin 1 rnimrnm -fc- ■■ f 

ATK M-ATK 

DEF 

M-DEF ATKSPD MV 

“ | 

6 

4 

5 

1.5 

1 

1.5 

1 1 ~ 

0 


ATTACKS 


■■■■ 


Azsdi Damage: 10 EffedrHP Drain; 'Other than Basic Attack. Same as MBQ4 




MONK 


l 



Nature ^ Type Melee 

Ranged 

Flying 


Auto-Regen 


-—-Iff - T— - 

■ * 


'AT W 


» 




-2 


TM LVi HP ! STR 

360 30 30 


STM 

MND 

31 

28 


WEAKNESS RESISTANCE 1 

HAT US RES SIGHT 

f °J 

§ 1x0.75) 

None 3.5 

iTT^Tsfl 

#j: ; ^ % % 1 

M-DEF ATKSPD MV 

SPD ATK 

M-ATK DEF 


31 77.5 37.5 70.75 43 


' ’ 3 


■ !gi‘| 

li ils 9 


--M!— 1 r:r'T’ 


HP STR MGK STM MND SPD 


3 




ATK M-ATK DEF M-DEF ATKSPD 

1.5 0.751 


40 0714 

MV 


1.25 1*25 



0 


ATTACKS 


3 


El Attack [Damage:! 0 Effect :Blind] 'Other than Basic Attack. Same as MB03 


Ff 1 



Nature □ Type Melee Ranged 


Flying 


RliSll 


WEAKNESS RESISTANCE 

STATUS RES 

SIGHT 

a 0 (x0.75) 

None 

4 


i P “ "i . . 

T MLVI HP STR MCK STM MND SPD ATK M-ATK 


360 32 28 31 




M-DEF 

ATKSPD 


49.75 

36 

0,845 

s^l 




1.5 073 1.3 


ATTACKS 


0 


iN'Axes [Damage:! 0 Effect :Knockbatkl ‘Other than Basic Attack. Same as MB06 
































































































































































































































































































































































































PART 4: 

Data 



Nature □ 

Support Ability: 

Will cl Steel 


TM LV 

HP 

STR 

MGK 

STM 

mo 

p*Wr=l-»..-L^-aWJkiLiafc* 

SPD ATK M-ATK 

DEF 

— 

360 

51 

29 

41 

29 

40 

*rmm mmm ■ 

8775 42.25 

82.25 


WEAKNESS 

RESISTANCE 

STATUS RES 

SIGHT 

O (xl .2) 

LL.l iJ.Mi 1. 

n 

None 

- . - — - - —- 1 — 

3.5 


s: 


HP 

STR 

MGK 

STM 

8 

6 4 

6 



DEF ATKSPD MV 
0.714 


61 




" »» w — — M. — »' | - >- — — - ^ U - * ___ . . - • — • at . ^ .. - " ; - 

SKj STM I MN P 1 SPD ATK j M-ATK » DEF i M-DEF ATKSPD 


1.5 


1.5 


MV 

0 


ATTACKS 


’Same as MB04 




NLNJA 




f 1 ij 

Nature □ Type Melee 

Ranged 

Flying 

■* ti_i 


Support Ability: weakness, resist ance status res sight 

Pain Chain 

a □ None 3.5 




.. . . . 

TMLV HP STR MGK 

,,r "" * .r- - — _ i _»■ ' - ■. i ■ 

| ~ j 350 [ 29 | 25j| 

TO 'W —E-3t-^-r 

HP STR 

- r 




m 






STM MNP SPD ATK M-ATK DEF M-DEF ATKSPD MV 


44 37.25 47.25 79.25 55.25 


40 0.834 


5PD ATK M-ATK DEF M-DEF ATKSPD MV 

/ i 25 1.25 1 1 j - | 0 

ATTACKS 




(N)Attack [Damage:10• Effect;HP Drain! 'Other than Basic Attack. Same as MB06 




TIME MAGE 



Nature .<3 Type 


Melee 


Ranged Flying 


Tong Lie twister 




WEAKNESS 

p«" ■ m >-m win i'ii > i ' j -a- 

RESISTANCE 

STATUS RES 

SIGHT 

□ 

a 

None 

4 




TMLV HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

30 47 88 


_ 


nan 


280 28 


— 

lll 4 - 


~— pr 


- k. -^.. ■ ria t HZ —__ 




12 0.714 




7 


HP [ STR ! MG K j SIM 1 M ND 1 SPD ATK M-ATK DEF M-DEF ATKSPD ! MV 


4 6 

" J ^~~* s -' - --— ~-~ 


1 


1.5 




L Al J 


1 


1 5 


0 




______ ATTACKS 

IF;Fire [Damage: lOEffect: Confuse) 'Other than Basic Attack. Same asMB06 




u 



r 

w \ 


A 



Nature 


Hawkeve 


Type 


Melee 


Ranged Rying 


t - =r ■« 


WEAKNESS 

RESISTANCE STATUS RES 

SIGHT 

6 {xl .25} 
■ 1 '1 1 

O (x0.5) | Nora 

e 

_ 

^t 


TWIV 

HP 

STR 

MGK 

STM 

MND 

BCESTSSl 

SPD 

ATK 

— 

360 

Hr 

30 

44 | 

29 

31 

87J5 


M-ATK DEF M-DEF ATKSPD MV 

47.5 I 71 16Z25I 36 


HP STR ) MGK 

7 5 5 


STM MND SPD ATK M-ATK DEF 

4 | 4 | 6 | 1.5 125 j 7 



M-DEF ATKSPD 

- HHhiLi 


1 



0 


ATTACKS 


'Same as MB03 


TM LV 

HP 

STR 

MGK 

STM 

MND SPD 

ATK 

M-ATK DEF 

- 

290 

28 

30 

30 

47 

30 

■ 1 1 •! 

\v 

37.5 

T 

47.5 



12 G.7T 


MN P 1 SPD ! flit -~ <j DEF 1 M-DEF [ ATK SPD j MV 

| 1 j 1.25 | T25 | IS j - 

attacks 


-A 





MONK 





Nature □ Type 

Support Ability: (1 

Auto-Re.er 


Ranged 



STATUS RES SIGHT 

■None^^3.5 

i 

DEF M-DFF ATKSPD 

in umu rmmm fn r—, 

M-DEF | A TKSPD MV 

0 



'Sas 


as JViBCB 




WHITE 







s 

Of 


Nature 

Support Ability: 

Healing St?n 


i n 


Ranged Flying 



RESISTANCE STATUS RES 

SIGHT 

o 

° 

None 

5 


TM LV HP 

-2 | 290 

HP STR 


STR MGK STM MND SPC AlK M -ATK DEF M-DEF ATKSPD i MV 


^_ 

28 30 30 47 





875 47.5 96.75 12 0.714 


MCK ST M [ MND | SPD j ATK I M-ATK j Off [ M-DEF | A TKSPD MV 

^ f si: 1 | Tc * -St 


1- 


1 25 


1.5 


ATTACKS 

'Same 2 $ M804 


r 

v 

V 


11 


WARRIOR 


N 


‘,0 


Nature 


Raid 


Type Melee 


Ranged 


Rying 


WEAKNESS 

RESISTANCE STATUS RES SIGHT 

O (xl .2) 

a 

f - ■—* 

None 3.5 





DEE M-DEF 


61 0.714 

+ ■ j % ' “'if ; 




















































































































































































































































































































































































































































































PART 4: Data 




& 


Nature □ 

Type | 

Melee 

Rasieeci 

u 

FI yina 




Support Ability; i 

WEAKNESS 

RESISTANCE STATUS RES 

SIGHT 


* w 


Rejuvenate 

□ 

€3 

None 

3.5 









TM LV 

HP 

STR 

MGK STM MND ' 

SPD ATK 

M-ATK DEF M-DEF ATKSPD MV 

-2 

360 

37 

27 J 30 j 30 f 

32 34.75 

[4225 | 67. 

5 j 6Z5 [ 61 J 0.774 ] 



HP 

STR 

MGK 

STM MND SPD 

ATK M-ATK DEF 

M-DEF ATKSPD MV 

8 

4 

4 

5 | 5 j 7 

] 1 | 

1 | \25 

i 1 25 1 ~ 

! 0 




ATTACKS 







‘Same as MB03 





L l i Ga J 




Nature a 

Type j 

Melee 

Ranged 1 

Flying 



Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

Lsfcshield 

□ □ None 3.5 









TM EV HP STR MGK 

STM MND SPD 

ATK M-ATK DEF 

M-DEF 

ATKSPD 

MV 

[ -2 1 360 [ 32 [ 43 

32 

30 | 28 | 

58 35.75 83 

47.5 

61 

0.714 








HP STR MGK STM MND SPD ATK 

M-ATK DEE 

M-DEF 

ATKSPD 

MV 

I 8 | 6 | 4 | 6 

5 

in 

■d- 

i } 1.5 

1.25 


0] 



ATTACKS 






'Same as MB04 


Nature 


Type 


Melee 


Ransed 


VfrY Support Ability: WEAKNESS RESISTANCE STATUS RES 

SIGHT 

V 

“ Intelligence 

□ CD 

None 

' 

4 


II ,Wi S : 1 1 :i;i: *4" Si: TT £ 

.... H| ”4 

i_. 


TM LV HP 

STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 

-2 280 

28 32 30 45 30 47 38 47 

5 j 96.25 J 12 | DJI 4 | 





HP STR 

MCK STM MND SPD ATK M-ATK DEF 

M-DEF ATKSPD MV 

r 6 1 4 

[ 6 | S | 5 | 5 | 1 | 1.5 j 125 

1,25 

0 


ATTACKS 




iFlFrne [Damage: 10 Effect:Confuse) ‘Otherthan Basic Attack. Same as MBQ3 




Nature 


Melee 


Ranged 


Flying 


Support Ability; WEAKNESS RESISTANCE STATUS RES SIGHT 

- ■ ■ » ' _y m — ■ mmr . ■' ■■ j < — ■ a* — — wn—i — - 


S!1 


None 



Nature Q Type Melee Ranged 

Support Ability: WEAKNESS RESISTANCE STATUS RES SIGHT 

Clairvoyance _ 

O (XI .25) 6(x 0.5) None 3.5 




TM LV 

HP 

STR MGK 

STM 

MND 

SPD 

ATK 

M-ATK 

DEF M-DEF 

ATKSPD 

MV 

— 

370 

41 29 

41 


41 

i 00.2 5 

52.25 

85.25 

82.25 

62 

0.834 

7]!H' ;T ~||7" ^7" ' 


m&m 


4 pL r i r j| 






3 



1,5 1 


1.5 


1 


0 


ATTACKS 


iSJAtlack r D3mage;lG] IN) Rend Power [EflectStr 0.5x] sN.Rend Magick [Effect:Mgk 0.5x] 'NiRend 
Speed [EffectrSpd O.Sxi iNiRtmd Arm nr *Effert:S£m 0.5a \iRemj Mind [Effect.Mnd 0,5x1 6jHead Strike 

[Damage:50! 




w 


K 1 l 


\ r* 



Nature r~a 

Support Ability: 

Valor 


Type 


Melee 


Ranged 


Rvme 


WEAKNESS 

RESISTANCE 

STATUS RES 

SIGHT 

□ 

a 

None 

3.5 







, m r - -T5 

> T 1 ij |> 




TM LV HP STR 

MGK 

STM 

MND 

SPD 

ATK M-ATK 

DEF M-DEF ATKSPD 

MV 


380 j 46 

29 

32 

28 

40 

101.5 52.25 

98 | 67 1 30 

0.334 


HP STR MGK STM MND 5PD 



ATTACKS 


(SiAttack. [Damage:ID EffectiPoison] (SJDivingSlash [Damage:80] (N'JFreaeLfe Rage [Effect:Str l.3x s 
Sim 0.9x] Iron Will [Effecl:5tr 0.9x 8 Stm 1.3x] Flash of Steel (Damage:50» 


\ Tf^fc 
■ *•■ J P 

iP XTt 


t/'TVTT#™’ UT 

l YIN L Vx H I 



Nature 


Auto-Float 


Type 


Melee 


Ranged Flying 


TM LV HP 

A 00 


WEAKNESS RESISTANCE 

STATUS RES SIGHT 

O 


None 3,5 

jpn™ 

11 ■ ■u^ 


SPD ATK 

M-ATK DEF 

M-DEF ATKSPD MV 


39 


29 


41 


41 


SO 99.75 5225 110.25 60.25 61 0.834 


HP STR MGK STM MND SPD ATK M-ATK 
4 4 6 6 


DEF j M- DEF ATKSPD [ MV 


8 


5 [ 1 

ATTACKS 


L 


1.5 


1.5 


i 


0 


‘SiArtack [Damage:10: (Sillimp [Damage:50] (FjFirebreath [Damage;30] lW)Frostbreath !Damage:30] 
fL)Plasmabceath [Damage:30] iElPetrobreatb [Damage:30| (H)Dragontmend [HP Restore (Basic HeakBO) 

& Status Restore] 


TM LV HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 




360 32 


23 31 


31 


38 


38 


47 79.75 55.75 36 0.846 




HP STR MGK STM MND SPD ATK M-ATK DEF M-DEF ATKSPD MV 


i-~- 


9 6 


6 1.5 

ATTACKS 


0.75 1.5 




•Sameas.MBOB 


0 


—4 




Nature a 


Type 


Melee 


Ranged 


Flying 


; ^ 



Support Ability: 

WEAKNESS 

RESISTANCE 

STATUS RES SIGHT 




i Resist All 

□ 

EH 

All 3.5 

--IHH| 







TM LV 

HP 

STR 

MGK STM MND 

SPD ATK 

M-ATK DEF 

M-DEF ATKSPD MV 

-2 

360 

42 

29 | 29 | 30 | 

45 [ 1Q0.5 

52.25 97.25 

[ 675 | 40 | 0.834 ) 




HP 


STR MGK STM MND SPD 


ATK M’ATK DEF M-DEF ATKSPD 


8 


4 


5 T75 

ATTACKS 


1 


1.25 


MV 

0 


-■ • 


IN)Attack [Field DamagerlO] (SJShadovvstrike [Damage:30 Effect-Blind] iSlSmotherstnke [Damage:30 
Effect:SiteoceI SiChaostrike [Damage:^ Effect:Confusei iS-Stunstrrke [Damage:30 Effect:Slowl iSJPurge 

(Damage:30 EffectRemove Enemy Buffs] 


■ - 
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The following tables list the various abilities of leaders and Espers in Final Fantasy XU: Revenant Wings, and also describe each ability's exact effects "Ability" 
usually refers to a unit s unleashing of an attack or negative status effect, whether physical or magickal or both, upon a targeted enemy-the shot of a gun the 
swing of a sword, the casting of an attack spell, and so forth. It can also refer to the use of healing skills or positive status effects on itself and or friendly units. 

Note that every ability is directed at a specified "Target." Sometimes a single enemy is targeted for attack, or a single friendly unit is targeted for healing. Sometime 
the target is an area of effect; in such cases, the Target table entry is a ' circle" with an indicated radius outward from the point of effect And sometimes the unit 

targets itself with the listed ability, for example, to add a special effect (like Leech or Blind) to its future attacks for a specified number of seconds. Here are some 
explanations for a few other table entry categories and abbreviations: 

"Activation Time" means the time it takes for the user to undergo preparations for using the ability, and "Action Time" refers to the length, of time it fakes to actually use - - - 
ability (i.e., from the time you touch the icon, through casting, to ihe time your character can stait using other attacks again). ' 

A "Wait Time" category is added for Magick Abilities. This simply means how many seconds the user must wait after casting a spell or effect until he she can cast aaain. 

w- 

Under the Element heading "Changes" means the ability's elemental nature matches the user's current nature. 

LEADER MAGICKS & ABILITIES 


BASIC ABILITIES 


NAME 









[1 SWORD] ATTACK 
(SLOW) 

[1 SWORD] ATTACK 
(LEECH) 

fISWORD] ATTACK 
(KN0CK8ACK) 

ISKYBANDIT] 

ATTACK 

[SKYBANDfT] 
ATTACK (AREA) 

[SKYBANDlTj 
ATTACK (LEECH) 


TARGET 

BASIC 

DMG. 

ELEMENT 

CLASS 

RANGE 

EFFECT 

ACTIV. 

TIME(S) 

ACTION 

TIME(S) 

Enemy: Single 

10 

Changes 

Physical 

1 

— 

0.26 

1 

Enemy: Single 

10 

0 

Physical 

1 

Slow (5s) 

0.26 

1.5 

Enemy: Single 

10 

□ 

Physical 

1 

Leech (50% of 
damage) 

0.26 

1.5 

Enemy: Grcle 
0.62 

15 

0 

Physical 

1 

Knockback 
(Range 1) 

0.33 

3 

Enemy: Single 

10 

Changes 

Physical 

1 

« 

0.26 

1 

Enemy: Circle 
0.37 

10 

Changes 

Physical 

1 

-- 

0.26 

1.5 ] 


UNITS USING ABILITY 

Vaan, Sky Pirates, Warriors, 
Warmages, Rikken, etc 

Vaan iEarthsabre), Sky Pirates, 
Warmages, etc 

Vaan Blood Sword), Sky Pirates, 
Warriors, etc 

Feolthanos (During last battle, 
Filo 

File Wavefront, Pressurizer, etc), 
Raz 


Enemy: Single 



[LANCE] ATTACK Enemy; Single 





[LANCE] ATTACK 
(AREA) 

[LANCE] ATTACK 
(STOP) 

[LANCE] ATTACK 
(LEECH) 


Enemy: Circle 
0.25 

Enemy: Single 
Enemy: Single 










12SW0RD] ATTACK Enemy: Single 

[2SWQRD] ATTACK J 

HP CONSUME) Enemy. Single 

[CHAINSAW] c r . . 
ATTACK ' Enem y ; Si,1 § le 

[DAGGER] ATTACK Enemy: Single 

[DAGGER] ATTACK c . . 

(POISON} Enemy. Single 

[KATANA] ATTACK Enemy: Single 

[KATANA] ATTACK Enemy: Circle 
(AREA) 0.75 

[KATANA] ATTACK _ r . . 

LEECH Enemy: Single 


10 

Changes 

Physical 

1 

Leech (50% of 
damage) 

0.26 

1.5 

File Pyroglide, Resonator), Raz 

10 

Granges 

Physical 

1,5 


0.26 

1 

Uyud, Dragon Knights 

10 

Changes 

Physical 

1.5 

__ 

0.26 

1.5 

Uyud (Liiln, Gungnir), Hawk-eyed 
Aegyl, etc 

10 

Changes 

Physical 

1.5 

Stop (Is) 

0.26 

3 

Uyud (ice Lance, Pyrolance); 
Shaima, Volunteer 

10 

□ 

Physical 

1.5 

Leech (50% of 
damage) 

0.26 

1.5 

Uyud (Blood Lance), Murderous 
Aegyl, Auroche 

10 

Changes 

Physical 

1 

__ 

0.26 

1 

Basch, Judge of Wings, Mydia, 
Feolthanos 

30 


Physical 

1 

Consumes 1 % 
HP 

0.26 

2 

Basch (Tyrfing) 

10 

CD 

Physical 

1 

— 

0.26 

1 

Ba'Gamnan 

10 

Changes 

Physical 

1 

- 

0.26 

1 

Bwagi, Rinok 

10 

□ 

Physical 

1 

Poison (5 s) 

0.26 

2 

Bwagi, Rinok 

10 

Changes 

Physical 

1 

— 

0.26 

1 

Ninjas, Sky Samurais 

10 

□ 

Physical 

1 

— 

0.26 

1.5 

Ninjas, Sky Samurais 

10 

□ 

Physical 

1 

Leech (50% of 
damage) 

0.26 

1.5 

Ninjas, Sky Samurais 






































































NAME 

TARGET 

BASIC 

DMG. 

ELEMENT 

CLASS 

RANGE 

EFFECT 

ACTIV. 

TIME(S) 

ACTION 

T1ME(S) 

[FIST! ATTACK 

Enemy: Single 

10 

Changes 

Physical 

1 

— 

0.26 

1 

[FIST] ATTACK 
(BUND) 

Enemy: Single 

10 

• 

Physical 

1 

Blind (5s) 

0.26 

1.5 

(AXE] ATTACK 

Enemy: Single 

10 

Changes 

Physical 

1 

— 

0.26 

1 

[AXE] ATTACK 
(POISON) 

Enemy: Single 

10 

o 

Physical 

1 

Poison (5s) 

0,26 

2 

[AXE] ATTACK 
(KNOCKBACK) 

Enemy: Single 

10 

□ 

Physical 

1 

Knockback 
(Range 1.5) 

0.26 

1 

AXES 

Enemy: Single 

10 

Changes 

Physical 

4 

— 

0.26 

1.66 

AXES (LONG 
RANGE) 

Enemy: Single 

10 

□ 

Physical 

5 

-- 

0.26 

1.66 

AXES 

(KNOCKBACK) 

Enemy: Single 

10 

□ 

Physical 

4 

Knockback 
(Range 1.5) 

0.26 

1.66 

BUZZARD 

Enemy: Single 

10 

6 

Magick 

4 

-- 

0.66 

1.66 

BLIZZARD 

(SILENCE) 

Enemy: Single 

10 

6 

Magick 

4 

Silence (5s) 

0.66 

2.66 

BLIZZARD 

(PIERCE) 

Enemy: Pierce 

10 

6 

Magick 

4 

— 

0.66 

1.66 

BOWS 

Enemy: Single 

6 

Changes 

Physical 

4 

— 

0.53 

1 

BOWS (LONG 
RANGE) 

Enemy: Single 

6 


Physical 

5 

— 

0.53 

1 

BOWS (POISON) 

Enemy: Single 

6 

m 

Physical 

4 

Poison (5s) 

0.53 

2 

BOWS (STOP) 

Enemy: Single 

6 

6 

Physical 

4 

Stop (1 s) 

0.53 

3 

CURE 

Ally: Single 

20 

8 

Magick 

5 

HP Restore 

0.66 

5 

DISCS 

Enemy: Single 

10 

Changes 

Physical 

4 


0.26 

2 

DISCS (SLEEP) 

Enemy: Single 

10 

□ 

Physical 

4 

Sleep (1.5s) 

0.26 

4 

GUNS 

Enemy: Single 

8 

Changes 

Physical 

4.5 

— 

0.3 

1.66 

GUNS (LONG 
RANGE) 

Enemy: Single 

8 

□ 

Physical 

5.5 

— 

0.3 

1.66 

GUN5 (CONFUSE) 

Enemy: Single 

8 

□ 

Physical 

4.5 

Confuse (3s) 

0.3 

5 

FIRE 

Enemy: Single 

10 

€5 

Magick 

4 

— 

0.66 

1.66 

FIRE {LONG 

RANGE) 

Enemy: Single 

10 

e 

Magick 

5 

— h 

0.66 

1.66 

FIRE (CONFUSE) 

Enemy: Single 

10 

C 

Magick 

4 

Confuse (3s) 

0.66 

5 

FIRE 

(IMMOBILIZE) 

Enemy; Single 

10 

0 

Magick 

4 

Immobilize (2s) 

0.66 

4 

HAND-BOMBS 

Enemy: Circle 
075 

20 

Changes 

Physical 

5 

— 

0.26 

2 

HAND-BOMBS 

(AREA) 

Enemy: Circle 

1.0 

20 

CJ 

Physical 

5 

— 

0.26 

2.16 

HAND-BOMBS 

(CONFUSE) 

Enemy: Circle 
075 

20 

1=3 

Physical 

5 

Blind (5s) 

0.26 

2 

REVITALIZE 

Ally: Single 

15 

H 

Magick 

5 

H P Restore 8 
Status Restore 

0.66 

3 


UNITS USING ABILITY 

Monks, Champion 

Monks 

Sky Warriors 

Geuse, Billowing Cloud; Faltz, 
Skyseer; Sky Warriors 

Melancholy Aegyl 
Seeqs, War-chief 
Stumplegged Seeq 
Seeqs 

Kyies (Water-element weapons), 
Macaron the Mystical, etc 

Kyles (Rime Wand), Time Pirate, 
Foulmoulhed Moogle 

Kytes (Whale Whisker) 

Fran, Archers, Ballista 
Fran (Raijoudou) 

Archers 

Fran (Perseus Bow) 

Penelo, White Mages 

Gijuk 

Gijuk 

Balthier, Elza 

Balthier {Polaris) 

Garrulous Gunslinger, Souffle, 
Gunslinger, Elza 

Kytes (Fire-element weapons), Poof 
tiie Moogle, Well-bred Sky Pirate 

Kytes (Wizard's Rod) 

Kytes (Lava Wand), Time Mages, 
Black Mages, etc 

Kytes (Pyrowand) 

Ashe 

Ashe (Volcano) 

Ashe (Fumarale) 

Penelo (Raqs Sharqi) 
































' . —" 


NAME 


TARGET 



STONE 


Enemy: Single 



STONE (BLIND; Enemy: Single 





STONE 

(IMMOBILIZE) 

THUNDER 

THUNDER 
(3-PRONG I 


Enemy: Single 


Enemy: Single 



THUNDER (SLOW) Enemy: Single 




.'Jt. 


#1 W. 




I i 




- ■ j 


10 


10 


10 


Enemy: Single 8x3 


10 




BASIC ELEMENT CLASS 
DMG. 


RANGE 


EFFECT 








Magick 


ACTiV, 

TIME{S) 

0.66 



ACTION 

T)ME(S) 

1.66 


Magick 

4 Blind (5s) 

0.66 

3 

Magick 

4 Immobilize (2s) 

0.66 

4 

Magick 

4 

0.66 

1.66 

Magick 

4 

0.66 

3 

Magick 

4 Slow (5s) 

0.66 

2.66 


UNITS USING ABILITY 

Kyies (Earth-element weapons), C: 
Archimagus, Black Mages, Wizarc 

Kyies (Earth Wand), Black Mages, 
Time Mages 

Kytes (Terra Wand] 

Kyles (Lightning-element weapons 
Time Mages, Black Mages, etc 

Kytes (Zeus Mace) 

Kytes (Storm Wand), Sennonical 
Sorcerer 


MAGICK/ABIUTIES 


0 





NAME 

TARGET 

BASIC 

ELEMENT 

CLASS 

RANGE 

EFFECT 

ACTIV. 

ACT. 

WAIT 

UNITS USING 



DMG. 





TIME 

TIME 

TIME 

ABILITY 

0 ARMOR- 
9 PIERCING SHOT 

Seif 

— 

□ 

Physical 

— 

Adds Pierce effect 
to attacks 

0.73 

2 

30 

Balthier (Lv49) 

|| BACKDRAFT 

Enemy: 

Single 

100 

0 

Physical 

1 

Consume 25% HP 

1 

2 

10 

Warriors (Lvl 8), Berserker 

j] BAD BREATH 

’ 

Enemy: Circle 
0.75 

— 

cn 

Physical 

3 

Random debuff 
ilasts 10 seconds) 

1 

3 

30 

Ba’Gamnan (Lvl 8) 

| BARRACE 

Enemy: 

Single 

8x10 

Changes 

Physical 

4 

__ 

0.73 

2.5 

20 

Fran ILv44), Archers (Lvl 8; 
etc 

1 BASYPHON 

Enemy: 

Single 

20 

□ 

Magick 

5 

Mgk 9 Mnd Drain 
(20s) 

0.66 

1 

20 

Ba'Gamnan (Lv30) 

I BERSERK 

Ally: Single 

— 

□ 

Magick 

5 

Berserk (20sl 

1 

2 

40 

BaGamnan !Lv12) 

| BIO 

Enemy: Circle 
1.31 

— 


Magick 

5 

Poison (1 Os) 

0.73 

2 

30 

Kytes (Lvl 2), Black Mages 
(Lvl 0) 

1 BLINDING 

3 I ARROW 

Self 

— 

CD 

Magick 

— 

Adds Blind effect to 
attacks (1 5s) 

1 

2 

40 

Fran 

] BLINDGA 

Enemy: Circle 
1.31 

- 

CD 

Magick 

5 

Blind (15s) 

0.73 

2 

20 

Black Mages (Lvl 2) 

| BL1ZZAGA 

Enemy; Circle 
1.0 

50 

6 

Magick 

6 

mm 

1 

2 

20 

Kyies (Lv7), Wizard 

| BLIZZAGASHOT 

Enemy: Circle 
1.0 

50 


Magick 

5 

— 

1 

2 

15 

Fusiliers, Elza 

1 BLIZZARD 

S) SWORD 

Enemy: Circle 
0.75 

50 

6 

Physical 

1 

-- 

1 

i 

30 

Warmages 



BLADE 

BOOMERANG 


Self 

Enemy: 

Pierce 


Physical 


Adds Leech effect to 


0.73 


20x2 



CAMOUFLAGE Team: All 


B 




PART 4: 

Data 



CHAKRA 


CHARGE 


CHAOSTRIKE 


COMET 


Seif 


Self 


80 


Enemy: 

Single 

Enemy: Circle 
0.75 


30 


100 




COMBUSTION self 


Changes 

Physical 

5 

— 

1 

cn 

Physical 

inf 

Invisible (20s) 

1 

& 

Physical 

— 

H P Restore 9 

Status Restore 

1 

□ 

Phvsical 

J 

-- 

Charge 

0.73 

Changes 

Physical 

1 

Confuse 11 Os) 

0.73 

□ 

Magick 

6 


1.33 

□ 

Physical 

— 

Add 1.5x attack 
range (20s) 

0.73 


4Q Judge of Wings, Mydia, 
Feolthanos 


13.33 Seeqs, War- 


40 Archers [Lvl 2) 


15 Monks, Champion 

30 Kytes (Lv33) 

10 Sky Samurais 

^ Ashe (Lv50), Time Mages 

(Lv30) 

30 Ashe (Lv41) 

















































NAME 



CONSECRATION 


COLO BLOOD 


TARGET 


Enemy: Circle 
5.0 


Enemy: 

Single 


CONDEMNATION Enemy: All 


m 



i 



m 



S 






CONFUSEGA 

CONFUSION 

ARROW 

COVER 

CRIMSON WINGS 
CRIPPLE 
CUR AG A 
OJRAGASHOT 
DAGGERPLAY 
DARK AURA 
DARKNESS 
DECOY BIT 


Enemy. Circle 
1.31 

Self 


Self 

Enemy: 

Pierce 

Enemy: 

Single 

Ally: Circle 
1.5 

Ally: Circle 
1.5 

Enemy: 

Pierce 

Enemy: Circle 
2.0 

Enemy: 

Single 

Team: All 


BASIC 

DMG. 

100 

100 

30 


ELEMENT 


50 


20 


80 


80 


50 


80 


100 


Changes 



Changes 

Changes 




Changes 


CLASS 

RANGE 

EFFECT 

ACTIV. 

TIME 

ACT. 

TIME 

WAIT 

TIME 

UNITS USING 
ABILITY 

Physical 

0 

Knockback (Range 
1.5) 

0 


60 

Feoithanos Sinis 

Physical 

1 

Consume 25°/b HP 

1 

2 

10 

Gladiators (Lv24) 

Physical 

Inf 

■m- n 

0 

-** 

67.5 

Feoithanos Dex 

Magick 

5 

Confuse (10s) 

0.73 

2 

35 

Gijuk (Lvl8), Black Mages 
(Lv30) 

Magick 

-- 

Adds Confuse effect 
to attacks (15s) 

1 

2 

40 

Fran (Lv37), Fran (during 
mission 6-5) 

Physical 

— 

Cover (20s) 

0.73 

2 

30 

Basch :Lv46) 

Physical 

2 

■i-™ 

1 

2 

10 

Uyud (LvBB) 

Physical 

1 

immobilize (10s) 

0.73 

2 

20 

Warriors, Berserker 

Magick 

5 

H P Restore 

1.33 

2 

10 

Peneio, Wiiite Mages 

Magick 

5 

HP Restore 

1.33 

2 

10 

Elza (Lv24) 

Physical 

4 

— 

1 

2 

10 

Rinok (Lv5) 

Physical 

4 

-- 

1 

2 

30 

Ba'Gamnan (Lv36), Judge 
of Wings, etc 

Physical 

1 

Consumes 25% HP 

2 

2 

10 

Ba'Gamnan (Lv24) 

Physical 

Inf 

Decoy (Standard 
Reduction: 80) 

0.73 

2 

30 

Rio (LV25) 


1 

DEFENSIVE 

SNARE 

Location: 
Circle 1.31 

30 

Changes 

Physical 

4 

Stni 8 Mnd 0.8x 
(20s) 

1 

2 

30 

Filo (Lv7) 

3 

DERVISH 

Self 

— 

□ 

Physical 

-- 

Speed 2x (15s) 

0.73 

1 

40 

Vaan ilv42) 





I 

5 




DISPELGA 
DIVING SLASH 
DGKUMORI 
DQTON 

DRAGONMEND 

DRAIN 

DUAL ATTACK 
ELIXIR 

ENERGY SLUG 
ENFUSE SPIRIT 
ESUNAGA 
ESI NAG A SHOT 
EV1SCERAT0R 


Enemy: Circle 
1.31 

— 

□ 

Magick 

5 

Erase good stats 

0.73 

2 

10 

Fran (Lv40), White Mages 
(Lv30), etc 

Enemy: 

Single 

80 

Changes 

Physical 

1 

-- 

1 

2 

10 

Sky Warriors 

Enemy: 

Single 

30 

Changes 

Physical 

1 

Poison (5s) 

0.73 

2 

10 

Ninjas (Lv24) 

Enemy: 

Single 

20 

Changes 

Magick 

5 

Blind (15s) 

0.73 

2 

10 

Ninjas |Lvl8i, Assassin 

Ally: Circle 

1.5 

80 

n 

Physical 

4 

H P Restore 8 

Status Restore 

1.33 

2 

11 

Dragon Knights (Lv30), 
Dragoon 

Enemy: 

Single 

50 

Changes 

Magick 

5 

Leech (80% of 
damage) 

0.66 

1 

5 

Ba'Gamnan (Lv7), Judge of 
Wings, etc 

Enemy: 

Single 

35x2 

Changes 

Physical 

1 

»'P- 

1 

2 

10 

Vaan (Lv3) 

Seif 

100% of 
Max HP 

Healing 

Physical 


Status Restore 

-- 

-- 

-- 

War-chief 

Enemy: 

Single 

80 

Changes 

Physical 

5 


2 

2 

10 

Fusiliers (Lv24) 

Team: Ail 

- 

□ 

Physical 

Inf 

All stats 1.2x(15s)8 
Consume 25% HP 

1 

2 

30 

LIyud (Lv42) 

Aliy: Circle 

1.5 

— 

o 

Magick 

5 

Status Restore 

1 

1 

10 

Peneio (Lvl 2), White 
Mages (Lvl 8) 

Ally: Circle 

1.5 

— 


Magick 

5 

Status Restore 

1 

1 

10 

Elza (Lv30) 

Enemy: 

Single 

15X5 

<5 

Physical 

1 

— 

1 

2 

20 

Rikken (Lv24) 






















PART 4: 

Data 



NAME 


TARG ET 





FAITHLESS CRY !; nemy: 

Pierce 

Enemy: 
Single 

Enemy: Circle 
1.0 


FAR FIST 


FIRACA 


BASIC 

DMG. 

100 

50 

50 


ELEMENT CLASS RANGE 


EFFECT 



FIRAGA SHOT (*1) Cirde 




Enemy: 

Pierce 

Enemy: Circle 
0.75 ’ 


* 

■ 








FIREBREATH 


FIRE SWORD 


FIRST AID 


FLARE 


FLASH OF STEEL 


FLURRY 


FOCUS 


FRENETIC RAGE Self 


FROSTBREATH 


50 


30 


50 


Ally: Single 50 

Enemy: 

Single 

Enemy; 

Pierce 

Enemy; 

Single 


50 



30 








GLIDE 


GRAVUA 


HAMSTRING 


HASTEGA 


HEAD STRIKE 


■HO 


It B 

[ nt - i 4bJ 





Team: All 

_ i 

Enemy; Circle 
1.31 

Enemy; 

Single 

Aliy: Circle 
1.31 

Enemy: 

Single 

Self 

Enemy: 

Single 

Enemy: Circle 
0.75 


HYPNOTIC DANCE 0rcle 
IMMOBILIZEGA 

1.31 

INNER PEACE Self 


20 


50 


HOLY 

nuL. 



80 


40x8+70 






IRON WILL 


JUMP 


KATON 


LANCET 


Self 

Enemy: Circle 
0.5 


50 



Changes 

C 

o 

a 

e 



Changes 


20x2+30 Changes 


6 


Changes 



Changes 




Physical 


Magick 


Physical 


Physical 


Changes Physical 



Changes 


Magick 


Physical 


activ. 

TIME 


ACT. WAIT 
TIME TIME 


Physical 

Inf 

— 

0 


30 

Physical 

4 

- 

0.66 

2 

10 

Magick 

6 

— 

1 

2 

20 

Magick 

5 

— 

1 

2 

15 

Physical 

3 

— 

0.73 

2 

15 

Physical 

1 

-- 

1 

1 

30 

Physical 

1 

H P Restore 

1 

2 

10 

Magick 

6 

-- 

1.33 

2 

25 

Physical 

4 

— 

2 

2 10 

Physical 

1 

— 

1 

2 

10 

Physical 

Aw 

Focus 

0,73 

2 

30 

Physical 

1 

Str 1.3x 8 Stm 

0.9x (15s) 

1 

2 

30 

Physical 

3 

- 

0.73 

2 15 

Physical 

Inf 

Mv 1,2x (15s) 

1 

2 

30 

Magick 

6 

Gravity (Remaining 
HP 50%) 

1.33 

3 

60 

Physical 

5 

immobilize (10s) 

2 

2 

10 

Physical 

5 

Haste (20s) 

1 

2 

40 

Physical 

4 


0.66 

2 

10 

Physical 

W B. 

Adds Knockback effect 
to attacks (20s) 

2 

2 

30 

Magick 

6 


1.33 

2 

25 

Magick 

6 

■m m 

1.33 

2 

90 


0 Disable (10s) 


immobilize (10s) 0,73 

Status Restore a 
Regen (20s) 

Sir Q.9x a Stm 

1.3x (15s) ' 


Confuse (1 Os) 

Adds Leech effect to 
attacks (20s) 


0.73 


0.73 


I Fired shot's target = Enemy: Single; Damage = 10; Class = Physical. 


2 


UNITS USING 
ABILITY 

Feolthanos Medi 

Monks {Lvl 8), Champion 

Kytes (Lv2), Black Mages, 
Time Mages, Wizard 

Fusiliers, Elza 
Dragon Knights (Lv7) 


Warmages 


Sky Pirate (Lv30) 

Kytes (Lv42), Black Mages 
(Lv36) 

Sascli !Lv35), Sky Warriors 
(Lv24) 

Monks (Lv24), Champion 

Rikken, Monks {Lvl 2), 
Champion 

Bvvagi (Lvl 8), Judge of 
Wings, Mydia, etc 

Dragon Knights (Lvl 2) 

File (Lvl 2) 

Feolthanos (Last Battle) 

Batthier (Lv41) 

Ashe (Lv36i, Time Mages, 
etc 

Sky Samurais (Lv30) 


30 Seeqs (Lvl 2), War-chief 

Peneio (Lv42), White 
Mages (Lv36) 


Mydia (During 8-4 i 


40 Peneio (Lv33j 


20 Raz 


15 Basch (Lv3 9), Rikken 

30 Basch (Lv42), Bwagi (Lv24), 

etc 

, 5 Llyud, Dragon Knights, 

Dragoon 

10 Ninjas, Assassin 


40 Llyud (Lvl 2) 


4f M 


JH#* 













































8 


“ 


NAME 

TARGET 

BASIC 

DMG. 

ELEMENT 

CLASS 

RANGE 

EFFECT 

ACT1V. 

TIME 

ACT. 

TIME 

WAIT 

TIME 

UNITS USING 
ABILITY 

LUNGE 

Enemy: 

3 ierce 

50 

6 

Physical 

4 

-- 

1 

20 

10 

Rikken 

— S : 

20 

Changes 

Physical 

5 

Disable (5s) 

2 

2 

15 

Balthier (Lv45) 

MIGHTY ATTACK 

Ally: Circle 

1.5 

— 

□ 

Magick 

1 

Sir a Mgk 1.2x 
(20s) 

1 

2 

40 

Rai (LvISi, Judge of Wings, 
Mydia, etc 

MIGHTY GUARD 

Ally: Circle 

131 

— 

nn 

Magick 

5 

Barrier (20s,i 

1 

2 

40 

Raz, Wannages (Lv24), 
Judge of Wings 

MYSTIC DANCE 

Ally: Circle 

1.5 

— 

n 

Physical 

0 

Faith (20s) 

i ; 

2 

40 

Penelo (Lv7) 

OVERDRIVE 

Seif 

— 

□ 

Physical 

— 

All stats 1.5x,then 
0.75x (both 10s) 

i 

1 

60 

Filo (Lv42) 

PERCUSSIVE 
i SLUG 

Enemy: 

Single 

40 

Changes 

Physical 

5 

Knockback (Range 
1.5) 

0.66 

1 

10 

Balthier (Lv36) 

PETROBREATH 

Enemy: 

Pierce 

SO 

• 

Physical 

3 

— 

0.73 

2 

15 

Dragon Knights (Lv24) 

| PIERCING BLOW 

Enemy: 

Pierce 

50 

Changes 

Physical 

3 

— 

1 

2 

10 

Wannages (Lv3Q) 

1 PLASM ABREATK 

Enemy: 

Pierce 

30 

£ 

Physical 

3 

— 

0.73 

2 

15 

Dragon Knights (Lv18) 

, POTION 

Ally: Single 

25% of 
Max HP 

© 

Physical 

5 

H P Restore 

1 

2 

10 

Seeqs (Lv24), Bwagi (Lv7) 

| POWER SNARE 

Location: 

Circle 131 

30 

Changes 

Physical 

4 

Str & Mgk 0.8x 
(20s) 

2 

2 

30 

Filo (Lv33) 

1 PRQTECTCA 

Ally: Circle 
131 

■* 

t=l 

Magick 

5 

Protect (20s) 

1 

2 

40 

Basch, White Mages iivl2> 

1 PUMMEL 

Enemy: 

Single 

20x2+30 

Changes 

f dp 

Physical 

i 

— 

0.73 

2 

10 

Gladiators 

PURGE 

Enemy: 

Single 

30 

Changes 

Physical 

i 

Erase good stats 

0.73 

2 

10 

Sky Samurais 

PYROTECHNICS 

Enemy: Circle 
0.75 

30x6 

Changes 

Physical 


— 

1 

2.5 

30 

Ashe (Lv41) 

QUICKSILVER 

Self 

— 

□ 

Physical 

-- 

Strength !.2x (15s) 

1 

2 

30 

Balthier (Lv38) 

1 RAIJIN 

Enemy: 

Single 

20 

Changes 

Magick 

5 

Slow (10s) 

0.73 

2 

10 

Ninjas, Assassin 

j RAISE 

Aliy: Single 

250 

11 

Magick 

5 

Restore 

Consciousness 

0.73 

2 

30 

Penelo (Lv25) 

] RAMPAGE 

Team; All 


□ 

Physical 

Inf 

Berserk (20s) 

1 

2 

40 

5eeqs (Lvl 8), War-chief 

1 RECENGA 

Ally: Circle 
131 

— 

□ 

Magick 

5 

Regen (20s) 

1 

2 

40 

.Ashe :Lv38), Time Mages 
(Lvl 8) 

1 REND ARMOR 

Enemy: 

Single 

-- 

□ 

Physical 

1 

Stamina 0.5x (15s) 

1 

1 

20 

Rinok (Lvl 8), Sky Pirates 
(Lvl 8), etc 

1 REND SPEED 

Enemy: 

Single 


□ 

Physical 

1 

Speed 0.5x (15s) 

1 

1 

20 

Sky Pirates (Lvl 2), Sky 
Soldiers (Lvl 2) 

REND POWER 

_ 

Enemy: 

Single 

— 

□ 

Physical 

1 

Strength 0.5x (15s) 

1 

1 

20 

Rinok (Lv7), Sky Pirates, 
Sky Soldiers 

* , 

REMEDY 

mmJ 

Ally: Single 

mm 


Physical 

1 

Status Restore 

1 

1 

10 

Bwagi (Lvl 2), Archers 
(Lv24), Baiiista 

1 REND MIND 

Enemy: 

Single 

m *■ 

□ 

Physical 

1 

Mind 0,5x (15s) 

1 

1 

20 

Rinok (Lv24), Sky Pirates 
(Lv24), etc 

^ REND MAGICK 

■ 

Enemy: 

Single 


n 

Physical 

1 

Magick Q.5x (15s) 

1 

1 

20 

Rinok (Lvl 2), Sky Pirates, 
Sky Soldiers 

7 REVIVE 

Aliy: Single 

— 

B 

Magick 

2 

Restore KO. a 
Consume 25% HP 

0.73 

2 

15 

Llyud (Lv7) 




















































NAME 

TARGET 

BASIC 

DMG. 

ELEMENT 

CLASS 

RANGE 

EFFECT 

ACTIV, 

TIME 

ACT. 

TIME 

WAIT 

TIME 

UNITS USING 
ABILITY ! 

BH1 riot 

Team: All 

— 

CD 

Physical 

Inf 

Berserk (20s) 

1 

2 

40 

Warriors (Lv 12) r 

|jj^ ROUNDHOUSE 

Enemy: Circle 
1.0 

50 

Changes 

Physical 

1 

— 

2 

2 

10 

Monks, Champion 1 

8|] RUSH 

Enemy: 

Single 

70 

Changes 

Physical 

1 

— 

2 

2 

10 

Warriors, Feolthanos 
(During 110-3), Berserk-- 

a\uk<Jji2^, Rai 

|g] SCOURGE 

Enemy: Circle 

T33 

30 

Changes 

Magick 

5 

Poison (1 Os) 

0.73 

2 

3Q 

iSPi SHRDQWB\MD 

1. aali 1 

Enemy: 

Single 

a 

Physical 

4 

immobilize (1 Os) 

0.73 

2 

10 

Archers, Baliista 

5HAB0WSTRIKE ^ nen . iy: 

■ * Single 

30 

Changes 

Physical 

i 

Blind (15s) 

0.73 

2 

10 

Sky Samurais 

SHARPSHOT 

— _T 

Team: All 

— 

cd 

Physical 

Inf 

Sharpshot (20s\ 

0.73 

2 

30 

ftrchtts 

1QJ SHELLGA 

ft,;** 

Ally: Circle 
1.31 

-- 

□ 

Magick 

5 

Shell (20s) 

1 

2 

40 

Basch, White Mages (Lv 12 

p-j SHINING RAY 

Enemy: Gndi 
2.0 

p 

80 

| □ 

Physical 

4 

•»- 

1 

2 

30 

Basch (Lv51), Feolthanos 

pSJ SILENCE ARROW Seif 

— 

□ 

Magick 


Adds Silence effect 
to attacks 1 15s) 

1 

2 

40 

Fran (Lv35) 

1^| SILENCEGA 

Enemy: Circle 
1.31 

\ 

□ 

Magick 

5 

Silence (20s) 

0.73 

2 

20 

Biack Mages (Lv24) 

(Hj) SLEEP ARROW 

Self 

mm 

□ 

Magick 

-- 

Adds Sleep effect to 
attacks (15s) 

1 

2 

40 

Fran 

SLEEPGA 

Enemy: Circle 
1.31 


C3 

Magick 

5 

Sleeps (10s) 

0.73 

2 

30 

Gijuk (Lv 12), Black Mages 

fj\ 5L0WGA 

Enemy: Circle 
1.31 

r- » - _ 

« 

CD 

Magick 

5 

Slow (20s) 

0.73 

2 

25 

1 LV J O J 

Ashe, Gijuk (Lv5), Time 
Maees 

VI SMOTHERSTRIKE ™ y; 

'■—3±- i Single 

30 

Changes 

Physical 

1 

Silence (15s) 

0.73 

2 

10 

Sky Samurais 

iVj SNIPER EYE 

Self 

— 

□ 

Physical 

-- 

Range 1.2x (15s) 

1 

2 

30 

Bafthier (Lv36) 

SONIC WAVE 

Enemy: Circle 
1.0 

50 

Changes 

Physical 

1 

_w 

1 

2 

10 

Filo (Lv2) 

H SPEED SNARE 

Location: 

Circle 131 

30 

Changes 

Physical 

4 

Speed 3 Moement 
0.5x (20s) 

1 

2 

30 

Filo (Lvl 8) 

SPIN ATTACK 

Enemy: Circle 
1.0 

50 

Changes 

Physical 

1 

__ 

1 

2 

TO 

Bwagi (Lv5) 

SPRINT 

CTCJll 

Self 

*- 

□ 

Physical 

-- 

Movement 1,5x 
(15s) 

1 

1 

30 

Vaan (Lv7) 

®| ' I fc nU 

lfT ENDURANCE 

Enemy: 

Single 

20 

CD 

Physical 

1 

Drain Stamina 
(15s) 

1 

1 

20 

Vaan (Lvl 8) 

STEAL POWER 

Enemy: 

Single 

20 

CD 

Physical 

1 

Drain Strength 
(15s) 

1 

1 

20 Vaan (Lv25) 

gfi STEAL SPEED 

Enemy: 

Single 

20 

CD 

Physical 

1 

Drain Speed (l 5s) 

1 

1 

20 1 

/aan (Lvl 2) 

o] STONEGA 

f rt fe-i rr i r-1 n 

Enemy: Circle 
1.0 

50 

• 

Magick 

6 

-- 

1 

2 

20 F 

tytes (Lv25), Wizard 

STONEGA SHOT 

Enemy: Circle 
1.0 

50 

© 

Magick 

5 

— 

1 

2 

15 F 

usiiiers (Lvl 8), Elza (Lvl 8) 

ftj STONE SWORD 

nt 

Enemy; Circle 
0.75 

50 

• 

Physical 

1 

— 

1 

1 

30 V 

Varmages (Lvl 8) 

m STOPGA 

Enemy: Circle 
1.31 

-- 

□ 

Magick 

5 

Stop (7s) 

0.73 

2 

35 Time Mages (Lv24) 

__ 




^ SnjNSTRJKE 

Enemy: 

Single 

30 

Changes 

Physical 

1 

slow n Os) 

0.73 

2 

10 SI 

ky Samurais 


1: Fired shot's target 


Enemy: Single; Damage = 10; Class = Physical. 












































/ \ 

/ •/ 


PART 4: 







Z f 3, • f * 

^ 'V ._- -■ *j 



' 

.-_ »-.-.. 


NAME 






Lsi: 






5UIT0N 


TELEPORT 


TOMAHAWK 

THUNDER 

SWORD 

THUNDAGA 

thundaga 

SHOT (*tj 
TIMESLIP 

TRANSFUSE 

TRI-SHOT 


■A -.*1 


- ? VANISHCA 








WARCRV 

WAR DANCE 

WARD OF THE 
WOOD 

WHIRLWIND 

SLASH 

WILD SWING 

WINGS OF 
JUDGMENT 


TARGET 

BASIC 

DMG. 

ELEMENT 

CLASS 

RANGI 

Enemy: 

Single 

20 

□ 

Magick 

5 

Team: Ail 

*- 

CH 

Magick 

Inf 

Enemy: 

Pierce 

20x2 

Changes 

Physical 

4 

Enemy: Circle 

0.75 

50 


Physical 

1 

Enemy: Circle 
1.0 

50 

11 

Magick 

6 

Enemy: Circle 
1.0 

50 

* 

Magick 

5 

Self 

-- 

CD 

Magick 

-- 

Ally: Single 

80 


Physical 

2 

Enemy: 

Single 

20x3 

Changes 

Physical 

5 

Ally: Circle 

1.31 


□ 

Magick 

5 

Enemy: Circle 
1.5 

— 

□ 

Physical 

1 

Ally; Circle 

1.5 

— 

□ 

Physical 

0 

Ally: Circle 

1.5 

80 

CD 

Magick 

4 


EFFECT 


ACTIV. 

TIME 


ACT. 

TIME 


Silence (15s) 
Warp all Espeis on 


attacks ( I Os) 
HP Restore 8 


Enemy: Circle 


Invisible (20s.) 
Disable jlOsI 

Brave (20s) 

HP Restore 8 
Status Restore 


50 


6 


Physical 



0.73 

2 

10 

)n 




xation 

2 

10 


2 

2 

13.33 


1 

1 

30 


1 

2 

20 ] 


1 

2 

15 | 

to 

1 



2 

40 \ 

HP 

1 

2 

10 L 


1 

2 

15 B 


1 

2 

40 LI 


1 

2 

40 G 


1 

2 

40 Pc 


1.33 

2 

11 Fn 
6- 


WAIT UNITS USING 

ABILITY 

Ninjas, Assassin 
Ashe (Lv45) 


Wamiages (Lvl2) 
Kytes (Lv i 8), Wizard 


Fusiliers (Lvl 2), Elza 


Vaan |Lv33) 
Uyud ILvl 81 
Balthier (Lv36) 
Uyud [Lv25) 


Gladiators 


Penelo (Lvl 8) 


Enemy: Circle 

4 




i 

i 

10 Rikken 

1.0 50 
Enemy: Circle 

□ 

Physical 

1 

-- 

1 

2 

10 BaGamnan 


1.0 


50 


D 


i 


1: Fired shot's target = Enemy: Single; Damage = 10; Class = Physical. 

quickenings 

CLASS RANGE 


10 Judge of Wings, Mydia, 
Feolihanos 


NAME 

TARGET 

BASIC ELEMENT 



DMG. 


effect 


APOCALYPSE SHIELD Team: All 
DANCE OF RAPTURE Ally: AH 



All 


ELEMENT OF 
TREACHERY 



Physical 

Physical 


Enemy: Single 


EMPYREAN'S EDICT Enemy: All 


300 Changes Physical 


Physical 



FANFARE 


Ally: All 


Infinite Nullifys ail damage to leader's team 115s) Basch 

Infinite Rl,ly re5tores aI1 HP and removes 

debuffs Peneio 

5 Deals heavy damage to one foe Balthier 

infinite j^vents all foes from summoning Espers ^ 


UNITS USING 
QUICKENING 


MATURES WRATH 
-tSOCLASM 


Enemy: All 

1_1 

1=1 

mysicaj 

Infinite 

Increases all allied Espers' levels by ] 

Uyud 

Physical 

Infinite 

Removes buffs from all enemies and seals 
support ability effects 

Fran 

Enemy; Circle 2.0 50x4 

CD 

Magick 

5 

Deals heavy elemental damage iFire, Water, 
Lightning, Earth) to all foes within ranee 

Kytes 

Enemy; Circle 2.0 200 

Alii/* All 

Changes 

Physical 

r - 

D 

Deals heavy damage to foes within range 

Vaan 


Magick 


reduces Wait Time to zero 


♦ , ^ icuuco vvcm nme 10 zero 


Filo 























































PART 4: 


Data 



BASIC ATTACKS 

NAME 

TARGET 

BASIC ELEMENT 
DMG. 

CLASS 

RANGE 

EFFECT 

ACTIVATION 

TIME 

ACTION 

TIME 

UNITS USED 

1000 NEEDLES 

Enemy: Single 

6 $ 

Physical 

4 

— 

0.33 

1,2 

Cactold 

ADHERE 

Enemy: Single 

is cm 

Physical 

1 

— 

0.26 

1 

Antiion, Antiion Queen 

AERO 

Enemy: Single 

8 □ 

Maeick 

4 

— 

0.26 

1.5 

Sylph 

BAHAMUT CLAW 

Enemy: Circle 0.5 

50 cm 

Physical 

1 

0.26 

3 

Bahamut 

BARRACUDA DIVE 

Enemy: Circle 

1.25 

25 £) 

Physical 

1 

— 

0.26 

2 

Leviathan 

BEAK 

Enemy: Single 

10 □ 

Physical 

1 

-- 

0.26 

1 

Chocobo, Red Chocobo, 
Trickster 

BLIZZARD 

Enemy: Single 

10 £) 

Magick 

4 


0.66 

1.7 

Shivan, Shivar 

BOMB BLAST 

Enemy: Single 

10 C 

Physical 

1 

mm- 

0.26 

1 

Bomb, King Bomb 

BRINY CANNONADE Enemy: Single 

35 6 

Physical 

4 

mm 

0.53 

2.5 

Famfrit 

BUBBLEBATH 

Enemy: Single 

| io 6 

Physical 

1 

v ■ 

0.26 

1 

Aquarius 

BURNING STRIKE 

Enemy: Single 

18x2 0 

Physical 

1 

»- 

0.26 

2 

Ifrit 

BURNING STRIKE 
(WEAK) 

Enemy: Single 

11 

7x2 0 

Physical 

1 

0,26 

2 

Ifrit (During 0-2) 

CURE 

Ally: Single 

20 G9 

Magick 

5 

HP Restore 

0.66 

5 

White Hare, Carbuncle, 
Giza Rabbit 

FIRE 

Enemy: Single 

10 0 

Magick 

4 

— 

0.66 

1.7 

Lamia 

FIREBALL 

Enemy: Single 

10 0 

Physical 

5 

■*- 

0.73 

2 

Salamander 

F1REBREATH 

Enemy: Pierce 

13 0 

Physical 

3 

m-m 

0.73 

4 

Fire Drake 

FIRE FIST 

Enemy: Single 

30 0 

Physical 

1 

Slow (Is) 

0.26 

2 

Balasa 

FIRESLAP 

Enemy: Single 

10 © 

Physical 

1 

— 

0.26 

1 

Red Flan 

FLAMEBALL 

Enemy: Single 

20 0 

Physical 

4 

mm- 

0.73 

2 

Red Wyrm 

FLAME SNEEZE 

Enemy: Single 

io 0 

Physical 

1 

** 

0.26 

1 

Djinn 

FLAME SNEEZE 
(WEAK) 

Enemy: Single 

5 0 

Physical 

1 

— 

0.26 

1 

Djinn (During 0-2) 

FLASH-FREEZE 

Enemy: Pierce 

25 ^ 

Physical 

2.5 

— 

0.53 

2 1 

Mateus 

FLOATING KICK 

Enemy: Single 

10 © 

Physical 

1 

— 

0.26 

1 l 

Gnoam 

FR0ST8ALL 

Enemy: Single 

20 £) 

Physical 

4 

— 

0.73 

2 1 

Blue Wyrm 

FROSTBREATH 

Enemy: Pierce 

18 £) 

Physical 

3 

- 

0.73 

4 Ice Drake 

GNAW 

Enemy: Single 

10 Changes 

Physical 

1 

— 

0.26 

1 i 

Garchimacera, Wyvern, 
Wolves, etc 

GO BUN PUNCH 

Enemy: Single 

10 A 

Physical 

1 


0.26 

1 Goblin 










PART 4: Data 



NAME 

TARGET 

BASIC 

DMG, 

ELEMENT 

CLASS 

RANGE 

EFFECT 

ACTIVATION 
TIME : 

ACTION 

TIME 

UNITS USED 

GRAVTGA 1 

Enemy: Circle 1.0 

— 

a 

Magick 

4 

Gravity (25% of 
remaining HP) 

0.26 

3 

fodiark 

HAYMAKER 1 

Enemy: Single 

15 

□ 

Physical 

1 

— 

0.26 

1.3 1 

Minotaur 

HOLY 

Enemy: Single 

80 

s 

Magick 

4 


0.26 

5 ; 

Zalera 

HOOF KICK 

Enemy: Single 

15 


Physical 

1 

— 

0.26 

1 

Ixion 

ICEFLICK 

Enemy: Single 

10 

6 

Physical 

1 

— 

0.26 

1 

Blue Flan 

JUDGMENT 

Enemy: Circle 

0.62 

40 

• 

Physical 

1 


0.26 

3 

Exodus 

JUDGMENT SCYTHE 

Enemy: Single 

25 

□ 

Physical 

1 


0.26 

1.5 

Wing Wraith 

JUDGMENT STORM 

Enemy: Single 

30 


Physical 

1 

— 

0.26 

1 

Ramuh 

KICKLINE DANCE 

Enemy: Single 

20 

| 6 

Physical 

1 

Stop (Is) 

0,73 

3 

Siren 

KNIFE 

Enemy: Single 

10 

□ 

Physical 

1 

Stamina 0.8 5x 

(10s) 

0,26 

1.3 

Tonberry 

LANDSLIDE 

Enemy: Pierce 

30 

0 

Physical 

1.5 

— 

0.63 

1.3 

Titan 

LANDSWEEP 

Enemy: Single 

10 

■ • 

Physical 

1 

— 

0.26 

1 

Green Flan 

LEECH 

Enemy: Single 

15 

□ 

Physical 

1 

Leech (80% of 
damage) 

0.26 

2 

Vampyi 

LIGHTNING 

Enemy: Single 

10 


Magick 

4 

— 

0.66 

1.7 

Queizalcoati 

MALAISE 

Enemy: Single 

15 

6 

Physical 

1 

-* 

0.26 

1 

Cuchulainn 

MUDSLIDE 

Enemy: Pierce 

15 

• 

Physical 

4 

— 

0.26 

2.3 

Eider Wyrm 

NIGHTMARE 

Enemy: Single 

15 

□ 

Physical 

1 

Sieep (2s) 

0.26 

3 

Diabolos 

PAIN FLARE 

Enemy: Single 

30 

e 

Magick 

5 

— 

0.73 

2.5 

Belias 

PETRQBALL 

Enemy: Single 

20 

Q 

Physical 

4 

*« 

0.73 

2 

Green Wyrm 

PETROBREATH 

Enemy: Pierce 

18 

0 

Physical 

3 


0.73 

4 

Earth Drake 

PLASMA ARROW 

Enemy: Single 

10 

& 

Physical 

5 


0.33 

2 

Sagittarius 

PLASMABALL 

Enemy: Single 

20 

§ 

Physical 

4 

— 

0.73 

2 

Yellow Worm 

PLASMABREATH 

Enemy: Pierce 

18 

$ 

Physical 

3 

— 

0.73 

4 

Thunder Drake 

PLASMA STORM 

Enemy: Pierce 

12 

§ 

Physical 

4 

-- 

0.26 

2.3 

Tiamat 

QUADRASTRIKE 

Enemy: Single 

10x4 

e 

Physical 

1 

— 

0.26 

2.5 

Chaos 

RAM 

Enemy: Single 

10 

□ 

Physical 

1 

— 

0.26 

1 

Alraune 

REVITALIZE 

Aliy: Single 

40 

||p 

Magick 

5 

HP Restore & Status 
Restore 

’ 0.73 

2.5 

Uitima 

ROXXOR 

Enemy: Circle 1.0 

30 

• 

Physical 

4 

-- 

0.53 

3 

Hashmal 

SILENT STORM 

Enemy: Single 

15 

# 

Physical 

1 

Silence (1 Os) 

0.26 

1.2 

Raiden 






































NAME 

TARGET 

BASIC 

DMG. 

ELEMENT 

CLASS 

RANGE 

EFFECT 

ACTIVATION 

TIME 

ACTION 

TIME 

UNITS USED 

SLICE THRICE 

Enemy: Single 

20x3 

□ 

Physical 

t ' : 

— 

0.26 

4 

Ciiganiesh 

SMACK 

Enemy: Single 

10 

6 

Physical 

1 


0.26 

1 

Sahagin 

SNAKEBITE 

Enemy: Single 

10 

□ 

Physical 

1 

Poison (5s) 

0,26 

1.5 

Zombie 

SOUL PURGE 

Enemy: Pierce 

25 

1# 1 

Physical 

2 

— 

0.26 

1.8 

Shemhazai 

SPARK 

Enemy: Single 

10 


Physical 

1 

— 

0.26 

1 

Ramih 

STALK 

Enemy: Single 

10 

i—i 

Physical 

1 

— 

0.26 

1 

Mimic 

STONE 

Enemy: Single 

10 

£ 

Magick 

4 

— 

0.66 

1.7 

Cu Sith 

THRASH 

Enemy: Single 

15 

□ 

Physical 

1 

Mind 0.75X (5s) 

0.26 

2 

Malboro, Great Malboro 

THUNDER CHOP 

Enemy: Single 

10 


Physical 

1 


0.26 

1 

Remora, Yellow Flan 

TRIPLE SLAP 

Enemy: Single 

15x3 

6 

Magick 

5 

0.73 

2 

Shiva 

UPPERCUT 

Enemy: Circle 0.5 

15 

m 

Physical 

1 

- 

0.26 

1 

Atomos 

WILD CHARGE 

Enemy: Single 

12 

0 

Physical 

1 

Immobilize (1 Os) 

0.26 

2 

Golem 

ZANTETSUKEN 

Enemy: Circle 1.0 

25 

n 

Physical 

1 

Knockback 
(Range 1.0) 

0.53 

2.5 

Odin, Veils 


MAGIC ^ABILITIES 


NAME 

TUIGET 

BASIC 

DMG. 

ELEMENT 

CLASS 

RANGE 

EFFECT 

ACTIVATION 

TIME 

ACTION 

TiME 

WAIT 

TIME 

UNITS USED 

ABSOLUTE ZERO 

Enemy: Single 

— 

□ 

Magick 

5 

Stop (5s) 

1 

2 

30 

Shivar 

BAD BREATH 

Enemy: Circle 

0.75 

— 

□ 

Physical 

3 

Random debuff 
(lasts 10 seconds) 

1 

3 

20 

Malboro, Great 
Malboro 

BEDEVIL 

Enemy: Single 

— 

a 

Magick 

5 

Blind (15s) 

1 

2 

20 

Cu Sith 

BUG HI 

Enemy: Single 

mm 

n 

Magick 

5 

Poison (5s) 

1 

2 

20 

Gkhulalnn 

BUND FANG 

Enemy: Single 

30 

© 

Physical 

3 

Blind (10s) 

1 

2 

20 

Rock Wolf 

BUZZAJA 

Enemy: Circle 

1.31 

80 

6 

Magick 

6 

— 

1.33 

2 

25 

Mateus 


CONFUSE FANG 


Enemy: Single 


30 


DIAMOND DUST Enemy: Circle 1,5 



O 

6 


Physical 


Masick 


DRAIN 


Enemy: Single 


40 



Confuse (1 Os) 

Stop (5s) 
Leech (80% of 


1.5 


1 


20 Infernal Wolf 


30 Shiva 


15 Aiomos 


PART 4: 

Delis 



ENTICE 

Enemy: Single 

— 

□ 

Magick 

5 

Confuse (1 Os) 

1 

2 

20 

Lamia 

ESCHATON 

Enemy: Pierce 

100 

a 


Magick 

5 

— 

2 

2 

25 

Ultima 

FINAL ECLIPSE 

Enemy: Circle 

0.87 

150 



Magick 

5 

-- 

1 

2 

35 

Zodiark 

FIRAJA 

Enemy: Circle 

1.31 

80 

c 


Magick 

6 

-- 

1.33 

2 

25 

Bellas 

FI REBREATH 

Enemy: Pierce 

15 

0 

Physical 

3 

-- 

0.73 

2 

20 

Wyvem 




















NAME 

TARGET 

BASIC 

DMG. 

ELEMENT 

CLASS 

RANGE 

EFFECT 

ACTIVATION 

TIME 

ACTION 

TIME 

WAIT 

TIME 

UNITS USED 

FLARE Enemy: Single 

100 

□ 

Magick 

6 

— 

133 

2 

16.66 ' 

Chaos 

GAIA'S WRATH 1 

Enemy: Circle 1.5 

70 

1® 

Magick 

1 

Immobilize (15s) 

1.5 

2 

20 

Titan 

GRAVITY .1 

Enemy: Single 

m- 

□ 

Magick 

5 

Gravity (25°/o of 
remaining HP) 

1 

2 

30 

Diabolos 

HELLFIRE ! 

Enemy: Circle 1.5 

70 

0 

Magick 

1 

Slow (10s) 

1.5 

2.5 

20 

Ifrit 

HEILFIRE (WEAK) 

Enemy: Circle 1.5 

35 

C 

Magick 

1 


2 

2.5 

26.66 

Ifrit (During 0-2) 

HQLYJA 

Enemy: Circle 
i 3i 

100 

B 

Magick 

5 

— 

1 

2 

25 

Zalera 

JUDGMENT BOLT 

Enemy: Circle 1.0 

80 


Magick 

2 

Silence (15s) 

1.5 

2 

20 

Ranurh 

KARMA 

Enemy: Single 

20 {’!) 

□ 

Physical 

1 


1 

2 

60 

Tonbeiry 

MA5AMUNE 

Enemy: Single 

100 

cu 

Physical 

1 

Ignores target's 
Def 

1 

2 

30 

Gilgamesh 

MEGAFLARE 

Enemy: Circle 1.5 

120 

□ 

Magick 

5 

Disable! 10s) 

2 

2 

30 

Bahamut 

METEOR 

Enemy: Circle 1.0 

100 

• 

Magick 

5 

— 

1 

2 

30 

Exodus 

MIGHTY GUARD 

Enemy: Circle 

131 

— 

□ 

Magick 

5 

Barrier (20s) 

1 

2 

40 

Tiamat, Elder 
Wyrm 

RUBY BALM 

Aliy: Circle 1.25 

50 

B 

Magick 

5 

HP Restore 

1 

2 

20 

Carbuncle 

SELF-DESTRUCT 

Enemy: Circle 1.5 

Same as 
remaining HP 

□ 

Physical 

0.8 

KQ after use 

2 

3 

m “ 

Bomb, King 

Bomb, Morn Bomb 

SHELTER 

Self 


□ 

Physical 

- 

Stamina 1.3x 
(10s) 

1 

2 

20 

Great Tortoise, 
Aspidochelon 

SILENCE FANG 

Enemy: Single 

30 

6 

Physical 

3 

Silence (10s) 

1 

2 

20 

Arctic Wolf 

SLOW FANG 

Enemy: Single 

30 

£ 

Physical 

3 

Slow (10s) 

1 

2 

20 

Storm Wolf 

STONEJA 

Enemy: Circle 

131 

80 

© 

Magick 

6 

— 

133 

2 

25 

Hashmal 

SPIT VENOM 

Enemy: Pierce 

■mm 

□ 

Physical 

3 

Poison (5s) 

1 

2 

20 

Anti ion, Antiion 
Queen 

THUNDAJA 

Enemy: Circle 

131 

80 

% #1 

Magick 

6 


133 

2 

25 

Shemhazai 

TIDAL WAVE 

Enemy: Pierce 

80 


Magick 

4 

— 

1.5 

3 

20 

Leviathan 

TRIPLE SHOT 

Enemy; Single 

10x3 

id# 

Physical 

5 

— 

1 

1 

12 

Sagittarius 

TSUNAMI 

Enemy: Pierce 

90 

& 

Magick 

4 


1.76 

2 

2333 

Famfrit 

WARCRY 

Enemy: Circle 1.5 

— 

□ 

Physical 

1 

Disable (10s) 

1 

2 

40 

Enkidu 


If more shied units than enemy units have been defeated during the current mission, the damage increases by the following equation. 
(Defeated allied units ■ defeated enemy units) x 2% 
































UNI 8 GROUP ENHANCEMENTS 

The following tables list all of the special types of unit and group enhancements that exist in the game. Some boost one or more attributes of all units in a team; 

so'..i; bestow team resistances to status effects; some boost magicka! effects or other abilities for leaders and. or their teams; and some bestow special support 
abilities to your leaders or other special units. 

Many of these enhancements are associated with accessory items that you can equip on your leaders during the game. These items can add enhancements to the 
equipped leader alone or to his/her entire group. Note that other units have these special enhancements inherently. For example, Basch gains the HP booster 
Lifeshield by equipping his Judicer's Helm accessory, whereas Gladiator units have the Lifeshieid enhancement naturally, without needing special equipment. 


ATTRIBUTE BOOSTERS 


NAME 

lljg EFFECT 

UNITS USED 

NAME 

EFFECT 

UNITS USED 

UFE5HIELD 

Team: Max HP 1.2x 

Basch (Judicer's Helm), 
Gladiators 

FULL FORCE 

Team: When Leader's HP is full, 
Str 9 Mgk 1.2x 

Ashe (Noble's Collar) 

VALOR 

Team: Str 1.1 x 

LIyud (Gauntlets), Rikken, 
Bwagi, Sky Warriors 

FULL PROTECTION 

Team: When Leader's HP is full, 
Stm Q Mnd 1.2x 

Ashe (Jade Collar) 

INTELLIGENCE 

Team: Mgk 1.1 x 

Kytes (Incanter's Pouch), 
Gijuk, Black Mages 

CHIVALRY 

Team: When Leader's HP fall 
below 25%, Str a Mgk 1,3x 

Basch (Dragon Helm) 

WiLl OF STEEL 

Team: Stm l.lx 

Ba'Gamnan (Ba'Gabuckler), 
Sky Pirates 

GALLANTRY 

Team: When Leader's HP fall 
below 25%, Stm a Mnd 1,3x 

Basch (Atlas Helm), Judge of 
Wings, Mydia, Feolthanos 

CLAIRVOYANCE 

Team: Mnd l.lx 

Penelo (Argyle Bracelet), 

Sky Soldiers 

MARKSMAN'S 

MONOGRAPH 

Attack range 1.2x 

Balthier (Diamond Ring) 

REJUVINATE 

Team: Spd l.lx 

Fiio (Silver Earrings), 
Archers, Wamiages 

HAWKE YE 

Team: Attack range 1.2x 

Elza, Fusiliers 

SWIFTNESS 

Team: Mv 1.2x 

Vaan (Sprint Shoes), Rinok, 
Raz, Seeqs 

ATTUNEMENT 

Affinity 1.4 lx 

LIyud (Blazer Gloves) 

RAID 

Team: Str 1.2x, Stm 0.9x 

Ba'Gamnan (’1), Warriors 






RESISTANCES 



NAME 

EFFECT 

UNITS USED 

NAME 

EFFECT 

UNITS USED 

RESIST POISON 

Team: Nullifies Poison 

Kytes (Traveler’s Pouch) 

RESIST STOP 

Team: Nullifies Stop 

Filo (Gold Earrings) 

RESIST BUND 

Team: Nullifies Blind 

Balthier (Emerald Ring) 

RESIST IMMOBILIZE 

Team; Nullifies immobilize 

Vaan iWinged Boots) 

RESIST SILENCE 

Team: Nullifies Silence 

Penelo (Corsage Bracelet) 

RESIST DISABLE 

Team: Nullifies Disable 

Ba'Gamnan (*1) 

RESIST SLEEP 

Team: Nullifies Sleep 

Fran (Lamia's Tiara) 

MONARCH'S 

MONOGRAPH 

Team: Nullifies Gravity a all 
bad stats except KO 

Ashe (Ribbon) 

RESIST CONFUSE 

Team: Nullifies Confuse 

LIyud (Mythrii Gloves) 

RESIST ALL 

Team: Nullifies Gravity a all 
bad stats except KO 

Sky Samurais 

RESIST SLOW 

Team: Nullifies Slow 

Basch (Winged Helm) 







































MAGICK & SKILL ABILITY BOOSTERS 


NAME 

EFFECT 

UNITS USED 

PIRATE'S 

MONOGRAPH 

Raises effect time of Steal abilities by 
1.25X 

Vaan (Rogues Boots) 

DANCER'S 

MONOGRAPH 

Raises effect time of Dance abilities 
by 1,25x 

Penelo (Rune Armlet) 

AVIATORS 

MONOGRAPH 

Raises effect time of Snare abilities by 
1.25X 

Filo (Sun Earrings) 

DRAGOONS 

MONOGRAPH 

increases Leech effect from Lancet skill 
by 1.25x 

Llyud (Dragon Bracelet) 

ASPECT BLITZ 

Increases Quickening damage 1.2x 

Balthier (Garnet Ring) 

PINPOINT 

Raises effect time of Retch abilities 
by 1.5x 

Fran (Black Mask) 

HUNTER'S 

MONOGRAPH 

Increases hits from Barrage ability by 5 

Fran (Dueling Mask) 

HERO'S 

MONOGRAPH 

Stm 8 Mind increase 1.25x while 

Cover skill is in effect 

Basch (Grand Helm) 


NAME 

EFFECT 

UNITS USED 

OUTLAW'S 

MONOGRAPH 

Increases damage dealt from Drain 
abilities by 1.25x 

Ba'Gamnan (’1) 

RAPiDFIRE 

increases Wait Gauge recovery speed 
for skills by 1.2x 

Balthier (Sapphire Ring 

TONGUETWISTER 

Increases Wait Gauge recovery speed 
for spells by 1,2x 

Kytes (Faerie Pouch l, 
Time Mages 

MAGES 

MONOGRAPH 

Increases damage dealt by spelts 
by 1.2x, but decreases Wait Gauge 
recovery speed by 0.9x 

Kytes (Wizard's 
Satchel) 

HEALING STEP 

Team; Increases HP restored by magick 
skills by 1,2x 

Penelo (Healing 
Armlet), White Mages 

STEADY GRIP 

Team: Increases damage dealt by skills 
with a range of 3 or more by 1 .lx 

Fran (Goggle Mask) 



SUPPORT ABILITIES 


NAME 

EFFECT 

UNITS USED 

NAME 

EFFECT 

UNITS USED 

PAIN CHAIN 

Gives user a 10% chance to deal an 
extra attack with each hit. 

Vaan (Battle Boots), 
Ninjas 

WHISTLE WIND 

Reduces summoning time for creatures 
in group by 1,2x 

Ashe (Golden Amulet) 

MISTIFY 

Increases rate of Mist Charge 
accumulation by t ,2x 

Vaan (Germinas Boots) 

HAVOC 

Increases rate of AP accumulation bv 
r.2x 

Filo (Moon Earrings) 

MATERIALISM 

Increases speed of node scavenging 
by 1,2x 

Filo Terra Earrings) 

KNOWLEDGE TO 
POWER 

Increases total EXP gained during battle 
by 1,2x 

Ashe (Embroidered 
Tippet) 

AUTO-REGEN 

Team: Grants Regen status (restores 

1% of max HP every 5 seconds) 

Penelo (Protective 
Armlet), Monks 

TREASURE 

HUNTER 

Awards 1 extra Material at the end 
of battles in which Kytes is deployed 

Kytes (Goblin Pouch) 

AUTO-FLOAT 

Team: Grants Float status 

Llyud (Winged Gloves), 

(some missions excepted) 

Dragon Knights 

HEADHUNTER 

increases gii gained during battle by 
1.25X 

Balthier (Golden Ring) 

ATTRITION 

Team: Increases amount of HP restored 
when foraging by !.5x 

Fran (Crown of Laurels) 
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’.'any physical attacks, Magick spells, and other abilities in the game inflict additional effects on their targets beyond the basic attack damage or healing. Sometimes 
* ese additional effects harm or impair the target (Blind, Confuse, Poison) and or lower its attributes; the game calls these effects “debuffs." Sometimes the effects 
•elp or fortify 1 the target (Protect, Haste, Resist Poison) and or raise its attributes; the game calls these "buffs." Collectively, these effects are called "status effects." 

The following tables list all of the status effects and their causes in Final Fantasy XII: Revenant Wings. Note that some effects can be inflicted only by enemy or 
guest units; no units under your control during the game can trigger the effect, 

For each of the categories, it's important to note that only one of each kind of good bad status effect (buff or debuff) can be active on a unit at any time. However ar 
sttri ute increase-decrease effect can apply in addition to the buff or debuff. A charader who is Poisoned cannot simultaneously be Blinded, but he can be hit with 

a "Mnd Down" effect in addition to the Poison. Likewise, casting a buff like Bravery on a character who already has the Faith effect will cancel the Faith effect but 
casting a corresponding Attribute Increase effect on them, such as Str Up, will not. 


D#i 



STATUS EFFECTS OR "DEBUFF 




—O 


Abilities that inflict bad status effeds on a target change the target's behavior or capabilities in a negative way. For example, the Lamia's Entice ability can inflict the 
Confuse status effed on her target. A "Confused" unit attacks its allies and heals its enemies! 




NAME 

EFFECT/EXPLANATION 

CAUSES 

KQ 

Unit cannot fight (Espers who reach this status disappear from 
the map) 

Occurs when remaining HP falls to zero 

POISON 

Gradually lowers unit's HP 

Kytes: "Bio" (drains 2% of max HP every second!; Ciichulainn: “Blight" (drains 2% of max 
HP every 0.5 seconds) 

BLIND 

Unit's Sight Range becomes 1 ; unit cannot find enemies 
attacking them from a distance 

Kytes: "Stone" from Earth Wand; Fran: attacks while “Blind Arrow” is in effect; Ashe; "Hand 
Bomb” from Fumarole, Cu Sith: "Bedevii" 

SILENCE 

Unit cannot use Magick 

Kytes: Blizzard from Rime Wand; Fran: attacks while "Silence Arrow" is in effect: Raiden- 
“Silent Storm"; Ramuh: "Judgment Bolt" 

SLEEP 

Unit cannot move or take actions 

Fran: attacks while "Sleep Arrow” is in effect; Diabolos: "Nightmare” 

CONFUSE 

Unit uses ally-targeted Magick Abilities on enemies, and 
enemy-targeted Magick'Abilities on allies 

Kytes: "Fire" from Lava Wand; Fran: attacks while "Confuse Arrow" is in effect- Lamia- 
“Entice" 

SLOW 

Activation Time and Wait Time for Magick'Abilities is reduced 
to 50% 

Vaan: 'Attack'' from Earthsabre; Kytes: "Lightning" from Storm Wand: Ashe- "Slow°a"- 
Balasa: "Fire Fist"; Ifrit: “Heilfire" S ' 

STOP 

IklJtlrtn m iyp* 

Unit cannot move or take actions 

Vaan: attacks while “Timeslip" is in effect; Liyud: "Attack" from Ice Lance, Pyrolance; Fran: 

T °kT Fr ° m Perseus BoW; Shivan: Absolute Zero"; Shiva: 'Diamond Dust"; Siren: 

IMMOBILIZE 

Unit cannot move 

Kytes: "Fire" from Pyrowand, “Stone" from Terra Wand: Balthier: "Hamstring"- Golem- 
“Wild Charge"; Titan: "Gaia's Wrath” 5 

DISABLE 

Unit can move but cannot take any other actions 

Penelo: "Hypnotic Dance”; Balthier: “Maim"; Bahamut: "Megaflare" 
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Certain abilities reduce the attributes (Strength, Magick, Stamina, Mind, Speed, and Movement) of the targeted unit® For example if an enemy unit °ets r ».oht in 

* Speed - ^ **fcr a periodo,Noie L an dX™ X* Zl S " 


debuff already in place. 


ATTRIBUTES REDUCED 


NAME ! 

STR DOWN 
MGK DOWN 
STM DOWN 

MND DOWN 
SPD DOWN 
STR/MGK DOWN 
STM, MND DOWN 
SPD/MV DOWN 
MGK/MND DOWN 
ALL DOWN 


EFFECT/EXPLANATION 
Unit's Strength is reduced 
Unit's Magick is reduced 
Unit's Stamina is reduced 

Unit's Mind is reduced 
Unit's Speed is reduced 

Unit's Strength and Magick are simultaneously reduced 

Unit's Stamina and Mind are simultaneously reduced 

Unit's Speed and Movement are simultaneously reduced 

Unit's Magick and Mind are simultaneously reduced 

Unit s Strength, Magick, Stamina, Mind, Speed, and Movement 
are all simultaneously reduced 


CAUSES 

Vaan: "Steal Power" (amount towered corresponds to damage dealt); Basch: Iron Will (0.9x) 

Only caused by enemy Magick. Abilities; no units under your control can trigger this effect 

Vaan: Steal Endurance" (amount lowered corresponds to damage dealt; Tonberry: “Knife" 
(0.8 5x) 

Only caused by enemy Magick Abilities; no units under your control can trigger this effect 
Vaan: “Steal Speed"; (amount lowered corresponds to damage dealt) 

Filo: "Power Snare" (0.8x) 

Rio: "Defensive Snare" (0.8x) 

Rio: 'Sf»ed&rare"{0;5x) 

Ba Gamnan: "Ba'Syphon" (amount lowered corresponds to damage dealt) 

Fiio: "Overdrive" (0.75x) "- ■ ■ IMHnB 
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Abilities that inflict good status effects on a target are called "buffs' and they change the target's behavior or capabilities in a positive way. For example, Penelo's 
War Dance ability bestows the Bravery effect on surrounding friendly units. Bravery increases a unit's Strength attribute by 40%, that is, it multiplies each affected 
unit's Strength slat by 1.4. 



NAME 

EFFECT/EXPLANATION 

CAUSES 

PROTECT 

Unit's Stamina is increased 

Basch: “Prolecf (1,4x) 

SHELL 

Unit's Mind is increased 

Basch: "Sheliga" (1.4x) 

BARRIER 

Unit's Stamina and Mind are simultaneously increased 

Tiamat: "Mighty Guard" (1.2x) 

BRAVERY 

Unit's Strength is increased 

Penelo: "War Dance!" (1.4x) 

FAITH 

Unit's Magick is increased 

Penelo: "Mystic Dance" (1.4x) 

HEROISM 

Unit's Strength and Magick are simultaneously increased 

Only caused by enemy or guest Magick Abilities; no units under your control can trigger 
this effect 

HASTE 

Unit's Activation Time and Wait Time for Magick'abilities is 
sped up 50% 

File: "Glide"; Ashe: “Hastega" 

REGEN 

Gtaduaily restores unit's HP 

Penelo: Protective Armlet equipped (heats 1% of max HP every 5 seconds); Ashe: 
"Regenga" (heals 4% of max HP every 2 seconds); Basch: "Inner Peace" (heals 4% of max 
HP every 2 seconds) 

BERSERK 

Unit can only use basic skills, but its speed, movement, and 
attack range increase 

Ba'Gamnan: "Berserk" (2x) 

FLOAT 

Unit levitates while moving 

Llyud: Winged Gloves equipped 

INVISIBLE 

Unit cannot be sighted by enemies. Disappears if taking 
actions other than movement or receiving damage 

Llyud: "Vanishga’ 
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Some leaders have special abilities or can equip accessories that increase certain atlributes (Strength, Magick, Stamina, Mind, Speed, and Movement) of that leader, 
in most cases, the increase also applies to any unitfsi in that leader's group. Note also that the attribute increase can affect a unit in addition to a buff already in 
place. 


For example, let's say Llyud already has the Gauntlets equipped, and then Penelo uses her War Dance ability. The Gauntlets already have a "buff" effect that equals 
"Str l.lx,” meaning that Llyud's Strength stat is multiplied by 1.1, a 10% increase. The buff effect from Penelo’s War Dance (which equals "Str 1.4x”) now applies io 
that Gauntlets-increased Strength attribute number, so units affected in this case get two separate boosts of Strength! 



STR UP Unit's Strength is increased beyond Buff effect Vaan: "Steal Power" (corresponds to damage dealt): Llyud: Gauntlets equipped (1 .1x1; 

Balthier: Quicksilver (l.lx) 

MGK UP Unit's Magick is increased beyond Buff effect Kytes: Incanter's Pouch equipped 1.1 x) 


STM UP 

Unit's Stamina is increased beyond Buff effect 

Vaan: "Steal Endurance" (corresponds to damage dealt); Basch: "Iron Will" (1,3x); 

Ba'Gamnan: Ba’Cabuckler equipped (l.lx) 

MND UP 

Unit's Mind is increased beyond Buff effect 

Penelo: Argyle Armlet equipped (l.lx) 

SPDUP 

Unit's Speed is increased beyond Buff effect 

Vaan: "Steal Speed" (corresponds to damage dealt), 'Dervish" (2x); Filo: Silver Earrings 
equipped (l.lx) 

MV UP 

Unit's Movement is increased beyond Buff effect 

Vaan: "Sprint" (1.5x), Sprint Shoes equipped (1.2x); Filo: "Clide" (1.2x) 

RANGEUP 

Unit's Range is increased beyond Buff effect 

Balthier: "Sniper Eye" (1.2x), Diamond Ring equipped (1,2x) 

STR/MGK UP 

Unit's Strength and Magick are simultaneously increased 
beyond Buff effect 

Ashe: Noble's Collar equipped (1.2x); Basch: Dragon Helm equipped (1.3x) 

STM/MND UP 

Unit’s Stamina and Mind are simultaneously increased beyond 
Buff effect 

Ashe: Jade Collar equipped (1.2x); Basch: "Cover” (only when Grand Heim is equipped; i - 

1.25x), Atlas Helm (l.lx) 

MGK/MND UP 

Unit's Magick and Mind are simultaneously increased beyond 
Buff effect 

Ba'Gamnan: "Ba'Syphon" (corresponds to damage dealt) 

All Up 

Unit's Strength, Magick, Stamina, Mind, Speed, and Movement Ftlo: “Overdrive" (1.5x); Llyud: Enfuse Spirit (1.2x) 
are all simultaneously increased 
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rSTANCES 


❖ 


Certain accessories bestov. resistances to bad status effects. For example, 
when Balthier is equipped with his Emerald Ring, he is resistant to Blind, 
as are all members of his group. Also, certain units are automatically 
bestowed with resistances. An example is the Golem, which is naturally 
resistant to the Confuse status; so are all Lightning-element Espers, 


RESISTANCES 


NAME 

RESIST POISON 
RESIST BLIND 


EFFECT EXPLANATION 
Nullify Poison status 
Nullify Blind status 


RESIST SILENCE Nullify Silence status 


RESIST SLEEP 

RESIST CONFUSE 
RESIST SLOW 

RESIST STOP 

RESIST 

IMMOBILIZE 

RESIST DISABLE 

RESIST ALL 

RESIST GRAVITY 


Nullify Sleep status 

Nullify Confuse status 
Nullify Slow status 

Nullify Stop status 
Nullify Immobilize status 

Nullify Disable status 
Nullify all bad stats (except KO) 

Does not receive damage from Gravity attacks 


CAUSES 

Kytes: Traveler's Pouch equipped; Golem; Water-resistant Espers; Rank III Espers (not including Ultima) 

Baithier: Emerald Ring equipped; Golem; Rank I!! Espers (not including ffrit, Famfrit, Shemhazai, Hashmal 
Exodus) 

Penelo: Corsage Bracelet equipped; Golem; Rank III Espers (not including Odin, Bahamut, Chaos, Leviathar 
Mateus, Ramuh) ' 

Ran; Lamia’s Tiara equipped; Golem; Rank III Espers (not including Gilgamesh, Belias, Shiva, Tiamai 
Hashmal) f 

Uyud; Mythri! Cloves equipped; Golem; Lightning-resistant Espers; Rank 111 Espers (not including Titan) 

Basch: Winged Helm equipped; Cuchulainn; Rank ill Espers: (not including Zalera, Bahamut, Belias, Chaos 
Famfrit, Tiamai Ramuh, Ultima) ’ 

Filo: Gold Earrings equipped; Cuchulainn; Earth-resistant Espers; Rank III Espers (not including Leviathan) 

Vaan: Winged Boots equipped; Cuchulainn; Rank III Espers (not including Odin, Gilgamesh, Zalera Ifrit 
Mateus, Shemhazai, Titan) ' ' ' 

Cuchulainn; Fire-resistant Espers; Rank ill Espers (not including Shiva, Exodus) 

Ashe: Ribbon equipped; Zodiark 

Ashe: Ribbon equipped; Rank II! Espers 
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Certain special attacks and abilities inflict status effects (some quite unique) on targeted units. For example, Fran has five different types of "fletch" abilities- each one 
supplements her attacks with different bad status effects. Also, Llyud's Lancet ability actually drains HP from his target with each hit and transfers it to his own H P! 




NAME 
+ BUND 
+ SILENCE 
+ SLEEP 
+CONFUSE 
+ STOP 
CHARGE 

FOCUS 

LANCET 

LEECH 

PIERCE 

COMBUSTION 

5HARPSHQT 

KNOCKBACK 

DECOY 

COVER |M| 


OTHER STATUS EFFECTS 


EFFECT/EXPLANATION 
Adds Blind effect to attacks 
Adds Silence effect to attacks 
Adds Sleep effect to attacks 
Adds Confuse effect to attacks 
Adds Stop effect to attacks 

Increases damage dealt by next speli cast (excluding basic 
attacks). Dissipates after a period of time or after next spell is cast 

Increases damage dealt by next ability used (excluding basic 
attacks). Dissipates after a period of time or after next"ability used 

When dealing damage to enemies, 80% of that damage (100% 
with Dragon Bracelet equipped) is transferred to own HP 

When dealing damage to enemies, 80% of that damage is 
transferred to own HP 

Adds Pierce effect to attacks 

Increases area damage of attacks 

increases damage dealt by attacks with a range of 3 or more 

Adds Knockback effect to attacks 

Reaches limit at certain damage taken. Disappears after time 
period elapses or limit damage is taken 

When Espe r s on leaoei s team are damaged, the leader takes the 
damage instead 


CAUSES 
Fran; "Blind Arrow" 
Fran: "Silence Arrow" 
Fran: "Sleep Arrow" 
Fran; "Confuse Arrow" 
Fran: "Stop Arrow" 
Kytes: "Charge" (1.25x) 


Only caused by enemy or guest Magick/Abilities; no units under your control can trigoer 

affiant " 


this effect. 
Llyud: "lancet 


' r 

INVULNERABLE Does not take damage 


Only caused by enemy Magick Abilities; no units under your control can trigger this effect 

Balthier: "Aimor-piercing Shot" 

Ashe: "Combustion" (1,5x) 

Fran: Goggle Mask equipped (1 ,lx) 

Only caused by enemy Magick Abilities; no units under your control can trigger this effect 
Filo; "Decoy Bit" (basic damage 80) 

Basch: "Cover" 

Basch: "Apocalypse Shield" 
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This gift from the aegyl Llyud gives you the ability to forge pacts with Espers that you can then summon into battle for your 
side. The color of each Esper button on the Ring of Pacts indicates the Esper's elemental nature: red for Fire, green for Earth, 
blue for Water, and yellow for Lightning. Note that a few Espers have no elemental nature. Buttons of Espers with whom you 
haven't yet formed a pact appear as gray. Each button's icon indicates the Esper's unit type: melee, flying, ranged, or healing. 

Forging a pact with an Esper requires an amount of auracite equal to the Esper's rank. For example, a Rank 111 Esper costs 
three units of auracite. When a pact can be forged with a particular Esper, its button glows yellow on the Ring. In most cases 
you can forge a pact once an adjacent Esper is enlisted, moving from the inside of the ring outward. However, some of the 
more powerful Espers are available only after other conditions are met as well. 

To forge a pact with an Esper, just tap the Esper's button on the ring. If you have enough auracite, the Esper is enlisted and 
becomes available for the next mission. Remember that you can't deploy an Esper unless you first assign the creature into 
your Esper Troupe, the group of five Espers you can summon per mission. 
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Follow our game-tested strategy to finish every mission. 
Area maps illustrate recommended paths, enemy groups 
and various treasures! 


ITEMS & 


| Complete statistical rundown of every weapon, armor, 
and accessory in the game. 


Get the lowdown on every foe in the game! 
Learn each foe's weakness, type, rank, and other 
essential information, it's all covered here! 


PLUS MUCH MORE! 


Learn how to summon creatures to do your 
bidding with the Ring of Pacts! 
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